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Mario's back in his biggest adventure yet 

Four years in the birthing, and now this bambino 
comes kicking and screaming into the world of 
Morphmation graphics. A Nintendo brainchild that allows 


the characters and back 


grounds to ripple, rubberize and 

| ■■ ■ 

react like nothing you've ever seen 
C'cept maybe that nasty gelatin salad 
your mom puts out for company). 

But there's more than eye-popping 
visuals to drool over. There's over 


Egg fights, screaming babies, 
vicious attacks — it's Like 
day care from hell. 


Do not adjust your 
television. These graphics 
are supposed to be wavy. 






























































60 Levels packed with all-new 
surprises. Huge expanding bosses. 
And Yoshi — a cold-blooded baby 
sitter who spits fire and Launches 

his butt. He even 



eggs out i 
morphs 



This Little sucker doesn f t 
just scroll Left to right. 
He goes all over the place 
(and we don't mean Number Two). 


into a he Li copter. . . 
try that with your average lizard. And if that 
there are over 130 different types of enemies. 
So, you may wanna put on a fresh diaper. 





Kicking y shrieking, 
crying, tantrums...and 
that's just the guys who 
bought new systems. 

doesn't pacify you. 



MMWBM. 
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65 million 
YEARS S.C. 


Final Fantasy", 


«r« ragi 


























































THE END OF 
THE WORLD. 


Chrono Trigger 


travel 


tasy meets time 


series. Character designs 


by Akira Toriyama 


10 endings, 70-plus 


hours 


THE END 
OF TIME. 
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PlayStation and the PlayStation logo 
are trademarks of Sony Computer 
Entertainment Inc. Mortal Kombar 3 
©J995 Midway Manufacturing Co. 
All rights reserved. Used under license. 
Mortal Kambat, The Dragon Logo and 
MfG are trademarks 0 /Midway Man ufac curing Co- 
Developed by Williams* Entertainment Inc, Williams is 
a registered trademark 1 WMS Games Inc. ©1995 Sony 
Electronic Publishing C 'ompany, All rights reserved. 


PlayStation 


FIRST ON playstation: 
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Sony vs* Sega—It has begun! 

No fence sitter he, Gore takes sides In what is sure to be one 
of the most significant battles in videogame history. 

Press Start 

Hangin' with Mark Hamill on the set of Wing Commander IV! 
Plus: Farting games, an interview with Rayman, and more! | 


Cheating—a proud American tradition* 

A All the info you need to topple Toshinden, beat up Batman S 
Robin , carve through Cosm/c Carnage, paddle Panzer 
Dragoon, brutalize Ballz, and give Earthworm Jim a 
Wffigimam huqe afro! 


What's new on the high end? 

Get ready to read yourself silly. We've got 10 reasons why th 
PlayStation is the system to beat, late-breaking Ultra-64 devel 
opments, and an exclusive look at the new Neo*Geo CD. 


We've seen the future* Wanna peek? 

Featuring: Cyber Speedway, Virtua Fighter Remix, Clockwork 
Knight 2, Virtua Cop, World Series Baseball '95, Tekken 2, 
Alpine Racer, Total Eclipse Turbo, Spawn, Quarterback Attack 
and Criticom. 


Coven Sotffe Arena Toshinden © & ™1995 Tbkaro/Sony* Ridge Racer © & ru 1995 Notko. Jumping Fh$h © & ^1995 Sony* All Rights Reserved, 

Wdeo&uwes (ISSN #1059-2938} is published monthly by L.F.P. Inc., 9171 WilsNre Blvd, Suite 300, Beverly Hilts, CA 90210. Volume VII, Issue 10. Copyright © 1995 All rights reserved, 
Nothing may be reproduced in whole or in part without written permission from Ihe publisher. Return postage must accompany all manuscripts, drawings, disks, etc., rf they are to be re¬ 
turned, and no responsibility can be assumed lor unsolicited materials. U.S, subscription: $19.95 for 12 issues. Foreign subscription: Add $10 per year. Single copy: $4.99. These prices 
represent VideoGames Magazine's standard subscription rate and should not be confused with special subscription offers sometimes advertised. Change ol address: Six weeks ad¬ 
vance notice and bolh old and new addresses are needed, POSTMASTER: Send change of address to Magazine, P-O, Box 575, Mi Morris, IL 01054. Second-class 

postage paid at E-everly Hills, California, and additional mailing offices. Address all advertising materials to: Ad Production, VjOeOGamss Magazine, 9171 Wilshire Bkd. Suite 300, Bev¬ 
erly Hills, CA 90210; (310) 353-7100. Nintendo is a Registered Trademark of Nintendo of America, Inc. Sega is a Registered Trademark of Sega of America, Inc. Atari is a Registered 
Trademark of Atari Corp. Printed in the USA. 
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We're net afraid to tell you if it sucks 

Killer Instinct Mortal Kombat 3, Doom, Weaponlord I 


Weapon lord, The Ooze, Mortal Kombat 3 

Robofica / Shinobi Legions / Myst 

Mortal Kombat 3, Jumping Flash, Kileak: The 
DNA Imperative, Air Combat, Ray man 

Drive Rally | Blue Lightning 


Strahl, Ballz: The Directors Cut 


Kabuki Klash < 


We're not afraid to tell you if it sucks - 

in 50 words or less. 

Wirehead, Batman & Robin, Wild Woody, Space Pirates, Panzer 
General, S.W.A.T. Kats, Castlevania: Dracula Xand more! 


Jew RPGs hit Japan for the Super Famicom and Saturn: 

Shining Wisdom and 7th Saga 2. 

RPG Reviews 

Sword rattling with Virtual Hydlide, Secret of Evermore, 

and Civilization. 


Can Sony Imagesoft's new sports games rule the PlayStation? 


Sports Reviews 

College Football and NHL '96. 


RPG ATTACK! 


SPORTSWIRE 














































































Stand "back as GilSC makes tbs leap to 2 

new platforms, Sega Saturn and the 
Pla^/statoori game console—where bes still your 

tongue-snapping, smart—ass alter ego. 

Witb a gravity- defying grip and thrashing 

tail, youll prowl a twisted world of 

TV—Villains and B-movie scoundrels, And thanks to 

HBO* comedy star Dana Gould’s 

voice—overs, 300+ wicked f>ne~*l iTIftTfi 

* 

and sound effects mean manor attitude. 

Oh, youll bust a few of Miss Manner s 
rules in this 32“bit battle for 
the remote control. Blit hey, 
only wussies worry about 
good taste, right? 


jumping, crawling, tongue lashing, and face sticking are 
but 3 few ways to discover the tons of secret levels and 
bonus stages that only Irv in Engineering knows about 


--v -- -■ .. n! 


Dining out means crunchy dragonflies, juicy grasshoppers, 
and tat, hairy caterpillars. Not exactly the Colonels 
snak r’ pak. But lip-smackin’ good, all the same. 


Each world inspired by golden moments in cheesy pop 
culture. Like Kung Foo, that Indiana jungle dude, and 
Frank N, Stein. (Legal weasels require we be vague.) 


u-BSeSSSb 


hold: 450 

frames of GEX animation, hand-rendered 
backgrounds, and serious CD-quality sound. 


S| 



Available on the Sega Saturn and the PlayStation game console. 


This official seat is your assurance that this product meets the highest quality standards of SEGA™, Buy games 3 no accessories with this seal to be sure that they are compatible 
with the Sega Saturn™ System, Crystal Dynamics, the Crystal Dynamics lego. Ges and the Gen image are trademarks oi Crystal Dynamics. ©1955 Crystal Dynamics. All rights reserved, 
Sega and Sega Saturn are trademarks of Sega Enterprises, Ltd. All rights reserved PlayStation and the PlayStation: lego are trademarks of Sony Computer Entertainment Inc. 


Diehard Gamefan Magazine “Character of the Year ' 1 
EiectmicGammgMonthly u l$\W% Bold Choice Award 11 



DYNAMICS 
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T he Sony PlayStation is on the streets as you read 
this. Finally. The war has begun. While most avid 
gamers like myself own both a Sega Genesis and a 
Super Nintendo, the majority of 
people will choose one over the 
other—either a Sega Saturn or 
a Sony PlayStation. Choose 
carefully, as your choice will 
be a vote of confidence in 
either Sega or Sony. Also 
keep in mind that there are 
other systems still worth con¬ 
sidering—namely the 3DO and 
Jaguar. All four of these com¬ 
panies may have thrown their 
hat into the ring, but Sega and 
Sony in particular seem to be gunning for each other. 

The true test will be who has the best games exclusive 
to their platform. Sega and Sony each have an excellent 
fighting game. ( Virtua Fighter and Battle Arena 
Toshinden.) Each has a great racing game. { Daytona 
U.S.A. and Ridge Racer.) Each has a dynamic new 3-D 
platform game. {Bug! and Jumping Flash.) But only one 
stands to remain victorious in this war of the platform. 
While it could be argued back and forth which has the 
best games, one thing is certain: the Sony PlayStation is 
100 bucks less. I don’t think I have to remind anyone that 


price is a major factor in choosing which system to get, 
But value is something else to consider, and the 
PlayStation has no pack-in for the basic system. Make 

sure to consider all of these options 
when you plunk down your cash. 


The decision is 
yours. The choice 
that the majority 
of you make will 
drastically change 
the face of the 
industry forever. 

—Chris Gore 
Editor-in-Chief 
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mm mill rum n gHBiv inui is faster 
than ever, even fast enough to keep 
up with Prime Time. 



HE'S SO FAST AND UNPREDICTABLE, EVEN HE 
DOESN’T KNOW HIS NEXT MOVE. BUT YOU DO. 


Deion Sanders is the NFL’s 
premier tree agent. Sega Sports 
lets you choose where he plays! 




mm 


Choose to play on any of the 
30 NFL teams including the 
two new expansion teams- 
the Jaguars and the Panthers. 
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PRIME 





One for the record books. This 
new feature tracks your personal 
best performances in over 20 different 
categories, plus team bests in over 30. 



OTHER COOL GAMES FROM SEGA SPORTS: 



Fall‘95 Now Available Fair 95 Winter ‘96 


Visit the Sega Worldwide Web Site for more information at http:// www.segaoa.com 




^0 


$ £®l 

* 



Fall ‘95 


Fall ‘95 


Winter ‘95 Winter ‘95 


For the latest same into call SEGA al: 

U.S.: t-900-200-SEGA 

S.85/min (recorded), $1.Q5/mm (live) 
must he 18 or have parental permission 
TTD Phone required. Sega of America 

Canada: 1-900-451-5252 

US SI .25/mm (recorded/live) 


SEGA Genesis Genesis 32X Solum omf SEGA Sport, ore trademorb of Sega The NF1 h q fe^^ccJ trademark d the fafall lisqg**- The uniforms helmet ore ng&nd irodomodti of the s»m S wfattd. The WorW Series is a nodcmcrk ovmed by Major bw eoieboS. NBA Ad™ is 

o tracfemafc of NBA Efltetrimwni Ine. The 1r«Wb depicted herein ar*e*rad and licensed to SEGA by the raped* uoi^rfe. NHL and SJgnley Cup orer^itmed nadsmofks of the Nc**ol Hockey league, for W5 trotUark \rhmnfon, see mdwdual gome box©. ©1995 Sega. Al rights reserved. 
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while, then enter into playable space 
combat situa¬ 
tions that deter¬ 
mine where the 
story will go 



Production 
costs on the 
latest game in 
the series 
were well into 
the millions, 
and it was easy 
to see where 
that money was going. For starters 


hurt. Director Chris Roberts (also the 

game’s designer) 
seems to have a 
prodigious feel for 
the right balance 
between movie 
and game, and his 
groundbreaking 
|W ™ S:1 techniques are 

Jll"r-1 P a y' n 9 off - Set for 

release this holi¬ 
day season, Wing 
Commander IV will 
likely be the new 


This is the story of two very different 
upcoming videogames with one big 
thing in common: full-motion, video 
footage (FMV). Origin’s Wing 
Commander IV and Virgin Games and 
Black Ops’ Agile Warrior: F-111X will 
soon be released for the 3DO and 
Sony PlayStation respectively, thanks 
to the. efforts of not only top-notch 
game programmers, but top-notch 
Hollywood filmmakers as well. 
VideoGames’ own Dan Vebber visited 
the Hollywood sets of the afore¬ 
mentioned games to see how much 
work goes into capturing the perfect 
FMV footage. 


and all-around nice guy Mark Hamid 
(see sidebar.) It may not feature 
Banthas, Ugnaughts and Ewoks, but 
the Wing Commander series is still 
epic in its . scope, chronicling a long- 
■ standing intergalactic war between the 
Terrans (humans^ the good guys) and 
the Kiirathi, a race of snarling, alien 
lion creatures. Like Wing III before it, 
Wing /t/ will incorporate a tremendous 


amount of FMV—about 15 hours of it. 
Essentially, you watch the movie for a 
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the sets were incredi¬ 
ble! Entire sound stages 
were souped-up and 
decorated to resemble 
futuristic starship envi¬ 
ronments. Whole crews 
of carpenters, electri¬ 
cians, gaffers and grips 
were all working over¬ 
time to ensure that the 
sets would be ready 
right on schedule. 

Costumes for the majority of the 
human cast consisted of drab blue 
jumpsuits and combat boots, but the 
Kiirathi were far more impressive. I got 
to watch an actor transform from a 
normal guy into one of the eight-foot- 
tali felines by donning mounds of 
padding, decorative robes and a formi¬ 
dable-looking mask. Neatest of all was 
that the mask’s facial movements 
were entirely mechanical, computer- 
controlled from offstage and synchro¬ 
nized to prerecorded dialogue. 

Unlike many FMV games before it, 
Wing Commander IV was filmed on 
35-mm film instead of video—a more 
expensive technique sure to lend a 
more cinematic feel to the finished 
product. Of course, hiring well-known 
actors like Hamill, Malcolm 
(Clockwork Orange ) McDowell and 
John ( Sliders ) Rhys-Davies doesn’t 


standard against which other FMV 
games are measured. Roberts may 
also direct the mega-budget, big- 
screen Wing Commander movie, 
currently in preproduction. 

AGILE WARRIOR: F-111X 

Arriving on this much smaller set, I 
immediately could tell that it was a 
very different production from Wing 
Commander. Agile Warrior will feature 
just 15 minutes of FMV, in the form of 
mission briefings and military aircraft 
footage. The game’s premise is that 
you’re part , of an elite squadron of 
pilots operating out of a high-tech 
portable operations tent, sent to vari¬ 
ous world hot-spots to diffuse danger¬ 
ous situations. Most of the game will 
consist of first-person flying shooter 
gameplay, similar to Shockwave or 
Shadow Squadron but far more vast in 
size and with several unique features. 

I got to play an early version of the 
game—without the video, of course— 
and it seemed quite impressive. Look 
for a preview in an upcoming issue. 

Agile Warrior’s director/lead pro¬ 
grammer John Botti says it was a con¬ 
scious decision on his part to keep the 
FMV to a minimum. “Unlike other 
games that boast really nice graphics 
in the beginning and then sell you 
short on the other side, we just wanted 


WING COMMANDER 

IV 

Holy mackerel! Watching 
the filming of Wing 
Commander IV, I felt like I 
was on the set of a Star Wars 
movie—due in no small part 
to the presence of lead actor 













to say, ‘This is what you'll be encoun¬ 
tering,’” says Botti. "You’ll see it in the 
game, now it’s up on the screen.” 

According to Botti, almost all of the 
enemy aircraft in Agile Warrior exist 
in real life, and footage of those air¬ 
craft will be shown on a video screen 
during mission briefings. 

I was on hand to view the filming of 
these briefings, which were conduct¬ 
ed by Tucker Smallwood, an impos¬ 
ing actor: and former Vietnam officer 
who kept returning to his character’s 
catchphrase: “Kill clean!” This guy 
probably could have ripped my head 
off inside of two seconds without • 
blinking, so I suppose he was per¬ 
fectly cast as a tough-as-nails 
squadron leader. 

Because of Agile Warriors “brief- 


ing-to-mission” structure, filming the 
FMV sequences only required one 
set, that of the special ops tent. But 



though the shoot was significantly 
shorter than the nine weeks spent on 
Wing Commander IV, Agile Warrior 1 s 
cast and crew seemed every bit as 
efficient and seasoned in the film 
industry, and every bit as committed 
to getting a quality movie in the can. 

“For budget and time considera¬ 
tions, we’re doing the best we can," 
says Botti. “If we had a bigger budget 
but the same amount of time, I don’t 
think that really would have mattered. 
We’re trying to make the PlayStation 
launch, so if we had twice the budget, 
we’d only have twice the nightmares.” 

Agile Warrior F-111X is scheduled 
for release on the Sony PlayStation 
this October 

—Dan Vebber 
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Mark Hamill 

Photo by Joel Sussman 




Yes, he played Luke Skywalker 
once, but that was years ago and 
this versatile actor has other fish to 
fry these days. Mark Hamill’s partic¬ 
ipation in the Wing Commander 
series is the latest example of his 
penchant for picking cutting-edge 
projects in every medium, from 
comics to cartoon voice-over work 
to whatever the future has to offer. 
VideoGames: Who is your character 
in the Wing Commander series? 
Mark Hamill: His name is Colonel 
Christopher Biair. He’s sort of this 
war-weary veteran of a 20-year war 
with the Kilrathi. It was interesting 
to me that i was picking up this 
character, who had already been 
established in Wing I and II, in mid- 
strearnyhdidlM^i/Vbecause I was 
intrigued by the story. It’s about the intrigue that exists when a society 
goes from a military-led situation back to a peacetime situation. After 
more than two decades, there’s a plot going on to extend or re-ignite the 
skirmishes to keep the military in power. It reminds me more of The Caine 
Mutiny or A Few Good Men than it does any other space combat situa¬ 
tion. There’s much more-going out on reconnaissance, trying to figure 
out who the traitor is, landing on bases and sneaking in and getting things 
out without being discovered—than it is just facing off against another 
pilot in outer space. 

VG: Do you feel that your experience in sci-fi films, in front of blue 
screens or what-not, have readied you for this project more so than some 
of the other actors involved? 

MH: 1 would say probably yes, but at the same time, I don’t see that any 
of the other actors have been hindered by it at all. Each of them might 
come in with a preconceived notion of what it would be like, but most of 
them quickly realized that it’s more like conventional filmmaking than it is 
unlike it. I suppose in Wing III, when the sets weren’t even there, that 
might have been tough for some people, but it doesn’t take you very long 
to get into the swing of things. Mind you, the background isn’t there when 
you’re shooting, but as long as you stay on top of any special effects pro¬ 
ject by'visiting the art department and looking at storyboards, you should 
be okay. 

VG: Do you play the game at all? 

MH: No. 

VG: Not at all? Haven’t you ever attempted it, at least? 

MH: I need an upgrade on my computer, and my priorities are such that 
between my family and my other projects I’m working on, I haven’t had 
the time. In London they had me play a little bit for the press, and I was 
so inept that some of them must have thought! was kidding. 

VG: Do you notice any differences between people in the video-game 
industry and people in the film industry? 

MH: This is just a general impression, but it seems to me that people in 
the video-game industry aren’t quite as jaded as people that are exclu¬ 
sively filmmakers. There was an excitement and freshness working on 
Wing Commander with Origin that made me think of Hollywood in the 
’30s, when there weren’t focus groups and filmmaking by committee. 
They’re much more excited about it than somebody who’s been in the 
business for 25 years. And I like that. It’s good to have that enthusiasm 
and hold onto it for as long as you can. 

—D.V. 
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We like getting letters. Send them to: of these things are necessary for us 
Soundboard, e/o VideoGames Maga- to live, but they all contribute to make 
zine, 8484 Wilshire Boulevard, Third our lives interesting and worthwhile. If 
Floor, Beverly Hills, CA 90211. your parents won’t at least acknowl¬ 

edge that, they’re just 
being stubborn. 

ANOTHER GRUMPY PAR¬ 
ENT 

Dear VideoGames, 

My favorite thing to do is 
play Nintendo. The bad 
thing is my mom doesn’t 
like videogames, so the 
only system I have is a 
Game Boy and they’re 
going out of style! Do you 
have any idea how I can convince my 
mom to let me get my own system? 

—Jordan Vieau 
Medina, MN 



SAVE THE GAME BARN! 

Dear VideoGames, 

I’m a Killer Instinct maniac. I love to 
play it everyday at the Game Bam. But I 
have a problem. The arcade will close on 
Labor Day, and I’m not allowed to buy 
videogames or systems. My parents 
think they are a complete waste of time. 
I’m allowed to rent videogames, but the 
nearby stores don’t offer SNES system 
rental. Now how am I supposed to play 
Killer Instinct? What do I do? Please 
help me. 

—Willy Hauser 



The solution is simple: Get all your 
friends together and put on a break¬ 
dancing competition to raise money 
for the financially-strapped Game 
Barn. (Hey, it worked m Breakin’ 2: 
Electric Boogaloo J We agree with your 
parents that videogames are a com¬ 
plete.waste of time. Then again, so 
are movies, artwork and music. None 


What’s with all these game-hating 
parents ? When we were all kids, our 
folks had some of the same attitudes. 
But now that we’re actually making a 
decent living in the game industry, 
most of our parents have changed 
their minds. Dan's dad even has a 
bunch of games installed on his ■ lap¬ 
top computer so he can goof off at 
work! 

WATCH YOUR BACK, MARIO 
Dear VideoGames, 

I wrote because I have an idea for a 
SNES game. I don’t have a title for it, but 
I do have two characters. Their names 
are kind of weird, so you can change 
them if you wish. The game is going to 
be a fighting game like Street Fighter 
II. I hope you like it. 

—Anthony Nunez 
Chula Vista, CA 



Umm...thanks. Well get back to you 
if VideoGames ever decides to 
change from a magazine into a third- 
party publisher for Nintendo or a 
game developer. 

CHIP WARS 
Dear VideoGames, 

I have a couple of unanswered ques¬ 
tions about the new systems. A friend 


told me the Saturn is 64-bit since it has 
two 32-bit chips. Is this true? Is the Nin¬ 
tendo Ultra-64 going to be just two 32-bit 
chips? How can Nintendo afford to price 
their system so cheaply? Since the Sat¬ 
urn has two chips, is it a superior system 
to the PlayStation? Does Blockbuster 
have plans to rent PlayStation, Saturn or 
Ultra-64 games? 

—Brandon Gaines 
Lubbock, TX 

Brandon, your friend is a dipstick. 
Having two 32-bit chips working to¬ 
gether is not quite the same as hav¬ 
ing a single 64-bit chip. The Ultra 64 
will have such a chip as its CPU. Nin¬ 
tendo can afford to price its system 
cheaply for two reasons: 1) It plans to 
sell, like, billions of them, and 2j It will 
more than recoup any lost money 
through future sales of additional 
games. It’s a simple plan, but it’s one 
that’s worked in the past; look at the 
prices of the SNES and Genesis for 
evidence of how so many of them 
were able to sneak into our homes. 
Nintendo also makes a ton of cash on 
the sales of third-party software. 
Finally, Blockbuster has no current 
plans for Saturn, PlayStation or Ultra- 
64. They will, however, rent out Vir¬ 
tual Boy units and games. 


CONTEST WINNERS 
Dear VideoGames staff. 

Thank you very much for our Super 
Nintendo set. We enjoy it very much. 

—Nicole and Jennifer Suit 

Newark, DE 



Thanks for the photo. Now turn the 
lights out and get some sleep. . 
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AMERICA’S LARGEST KILLER OF TIME 

ZOOP - YOU MAY ALREADY BE ADDICTED 


Output of the Heart 

(gallons of blood per minute) 
when man is: 


(Fungusamungus) 


(Ganggreenus) 


Parents 


Resting 


(Marti nicocki) 


Walking 


(LocKjawbacitli) 


Playing Zoop 


A healthy Iris 


Macintosh 




How Zoop affects 
the brain 


It attacks 
the frontal 
lobes of the 
Cerebrum 
Impairing: 
judgement, 
higher learning 
reason 


It slowly 
eats at the 
Cerebellum 
restricting: 

movement, 

coordination, 

balance 


J J 


i a harmless video game until it enters the bloodstream 
with your DNA. In order to eradicate this affliction we 
its moves, understand its thinking and anticipate its next 
v then can we 


it mutates the Medulla 
causing irregular; 

digestion, respiration, 
heartbeat 


lattern continues on, and sa 
vays leads to one's demise] 


conquer 


^ A A As 



fc* . ■ 



1995 Viacom International Inc. Zoop is a trademark of 
VIACOM, Sean. Genesis, Game Gear and Saturn are- trademarks af 
niun’jj i [hey-are compatible w;|b the Saga"*, Genesis u System 



stored trotfemarfej of Nintendo gf America,, Inc. ®1 991 Nintendo -of America, Inc. 
Highest quality standards of Sega. Buy games and accessories with ibis seal to be sure 
compatible wi th PlayStation game consoles with the NT5C U/C designation. 
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MK UNPLUGGED 

Round up the kids and pack ’em in the station 
wagon—it’s Mortal Kombat on ice! Well, not quite, but 
it’s the next best thing. This fall, all your favorite MK 
characters will be brought to full, onstage life, dancing 
around and kicking each other in the head to synchro¬ 
nized music, smoke and lasers. Wahoo! It’s Mortal 
Kombat—The Live Tour, and to the best of our knowl¬ 
edge, it’s the first time an infamously bloody 
video game has been translated into a clean, 
wholesome family theatre extravaganza. 

The tour, which will travel to at least 200 
cities in the course of its run, will showcase 
martial arts moves by Kung Lao, Jackson 
Briggs, Sonya Blade, and a number of other 
characters from the video game. And these 
won’t just be chumps off the street; some of 
the characters will be portrayed on stage by 
the same people who were digitized to portray 
them in the game. Producers of the tour have 
also promised that the show will center largely 
on audience participation, allowing everyone 
to become an integral part of the Mortal 
Kombat mythos, if only for a couple hours. 

The show is being choreographed by Pat 
Johnson, who was stunt coordinator for the Mortal 
Kombat feature film and all three Teenage Mutant 
Ninja Turtles movies, and is produced by Larry 
Kasanoff, whose past credits include True Lies and 
Terminator 2. With a team-up like this, it’s likely that 
the special effects could prove pretty intense. Of 
course, this tour will be largely aimed at kids, so the 
special effects budget will likely be allocated to things 
other than ultra-realistic fatalities. In fact, the produc¬ 
ers stress that “There will be no blood or other graphic 

violent imagery some¬ 
times associated 
with the video 
game.” But despite 
this unfortunate 
fact, there’s still 
good reason to con¬ 
sider going; In the 
course of the show, 
new secret codes 
will be revealed that 
will allow players to 
reach new levels in 
the game—levels 
which were previ¬ 
ously unattainable. 
Bring your pad and 


I WANT MY GEX TV! 

To promote Crystal Dynamics’ smash 3DO hit GEX, 
writer Rob Cohen (who helped write and design the 
game) and comedian Jay Gould (the voice of Gex) 
recently paid a visit to the MTV beach house in 
Malibu to appear in a number of between-video 
spots with veejay Bill Bellamy. During what amount¬ 
ed to about 15 minutes of on-air time, GeXs 

dynamic duo showed off 
the game, gave tips and 
pointers, and generally 
confused Bellamy (who 
for half the segments 
described Gex as an 
arcade game). Whether 
or not Crystal Dynamics 
paid for any of this pseu¬ 
do-commercial is uncer¬ 
tain, but one thing’s cer¬ 
tain: With more and more 
game designers being 
treated like rock stars, tele¬ 
vision is bound to get even 
weirder than it is now. 

MAGBALL MANIA 

Visitors to the CyberMind VR parlor in the San 
Francisco Embarcadero mall can try their hand at a 
totally new and unique virtual reality team sport 
called MagBall. Up to six players can be linked 
together at once by GreyStone's Andromeda VR 
platform to participate in the futuristic soccer-like 
game. Players are given the illusion of riding in 
“MagPods"—levitating flying saucers with the ability 
to zip around an arena, capturing, launching and 
scoring with a “MagBall” in front of hundreds of 
cheering simulated fans. Teamwork is highly 
emphasized, and players can speak to each other 
through their VR headsets at any time. No word yet 
on how much each game costs, but if MagBall is as 
successful as its designers hope, armchair athletes 
from across the country will soon be flocking to the 
West coast to experience all the thrills of first-hand 
team sports without the exhausting side-effects. 
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Here’s some good news for people bothered by videogame 
violence. In more and more games, combatants are throw¬ 
ing down their swords and guns in favor of more...urn 
...natural attack methods. Yes, it seems that if a 
videogame character wants to triumph in battle these days, 
he’d better be willing to eat a whole mess of beans first.- 


by Marvin Seebtim ■ 

In the past year-, Rayman has come out of nowhere to 
become one of the most recognized videogame charac¬ 
ters around. And with upcoming releases on the 
PlayStation and Saturn, Ray man’s popularity is sure to 
survive the transition to next-generation consoles. I 
recently talked with the reclusive Belgian native on the 
veranda of his enchanting villa in the south of France. 

VideoGames: So, what’s the deal with your lack of 
limbs? 

Rayman: I’d rather not talk about that, monsieur. 
VG: Oh, come on: 

RM: Why does everyone freak out about the 
limbs? Sacre bleu, I m a cartoon character! I don’t 
need the limbs ; I’m perfectly happy with my dis- 


$e hardest to 

get his farts out (Just look at the 
strained expression on his face!), 
but the green cloud that finally 
. emerges is especially potent. 


be thoroughly disgusted and 
bamboozled. Tslote the attrac¬ 
tive accompanying image on 
the video screen. 


PO’ed 

(Any Channel for 3DO) 

In this game, the player is 
on the receiving end of 
stinky anal wrath in a 
putrid alien world. 

C’mon—how else would 
you expect giant, skipping 
butt-shaped creatures to 


(Acclaim for S 


embodied hands and feet. 

VG: But doesn’t it make things difficult? Aren’t 
there times, when you wish you had elbows and 
knees? 

RM: No, no. Do you know what the elbows and 
knees are? Potential arthritis flare-up points, 
that’s all. I never have to worry about the “tennis 
elbow" or the—how do you say?—“water on the 
knee.” No, I don’t miss having them. The one time 
limbs would have come in handy, I guess, was 
back in ’86, when I was trying to make my living 
as a fashion model in New York. They always had 
trouble measuring my inseam and sleeve length, 
and I lost a lot of jobs. Those were lean times. 

VG: A few months ago, there was a lot of talk 
about making you the mascot for Atari’s Jaguar. 
Then suddenly, we were seeing you pop up on 
almost every other platform system. What hap¬ 
pened? 

RM: Mon dieu! Those madmen at Atari didn’t 
know the first thing about grooming a mascot. 
They wanted me to wear a ridiculous little hat that 
said, “Atari Rules,” or something like that. It just 


Just in case there’s any 
doubt as to what he’s 
doing, Chaos the giant 
ape does a handstand and 
sticks his rear-end in the 
air before unleashing his 
monster-sized load of gas. 

Samurai Showdown 
(Neo Geo) 

Of all the farters, Samurai 
Showdown’s Earthquake is 
far and away the scariest. 
Not content to just fart in 
someone’s general direc¬ 
tion, this blubbery behemoth 
forces his victim’s head into 
his immense butt-crack 
before expelling his foul 
stench. 


creatures to 
defend themselves? 


Toshinden 
(Sony for PlayStation) 

' Of Toshinden’ s eight 
characters, only the 
creepy little old man 
Fo has enough gall to 
launch farts into his 
opponents’ faces. 
Sheesh—at his age, 
you’d think he’d have 
better manners*. 


wasn’t my style, you know? I had started hanging 
out with Mario and Yoshi, and they warned me 
that if I didn’t take control of my image now, I’d 
never regain it.'^Mario’s not even a plumber, he’s 
an electrician! But Nintendo—how do you say?— 
did some surveys and found out that people 
would rather see a plumber rescue a woman from 


PlayStation 11^^^ 
windbreaker 
and cap 
ensemble. 

Modeling for 
us today is I 
Dan. His hob- 
bies include i; 
power-sleep- 
ing and eat- | a| r 
ing crappy, 
gas station- 

purchased beef jerky. 


\\ One (1) Tyco 

9.6-volt 

■/ i “ll remote 

jm 7 ft -controlled red 

; 1 ja Lamborghini 

. - with Namco 

and Ridge . 
Racer logos— 

batteries included! As cool as this 
car is, it doesn’t handle nearly as 
well as its videogame counterpart. 


cartne in. Isut 

% / 8fter#>*y W9J* 

AL yM Imthered to ty 

-■- J - hang hers up. 

Panasonic: 

Two (2) Baliz T-shirts, quickly snatched 
up by Geoff and Dan. Panasonic also 
sent us a bucketload of useless little trin¬ 
kets including Bailz pins too big and 
dopey to wear and Icebreaker erasers 
that don’t actually remove pencil marks. 


We gleefully drove it around the 
office until it took a 
digger into an unfinished wall and 
got a bumperful of caulk. 
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Here’s some good news for people bothered by videogame 
violence. In more and more games, combatants are throw¬ 
ing down their swords and guns in favor of more...urn 
...natural attack methods. Yes, it seems that if a 
videogame character wants to triumph in battle these days, 
Jiey better be willing to eat a vvhole^mess^of ti^r^ir^t 

and ffeftarc&.stlo ‘ 


.1 * 

by Marvin Seebum • ™ 

In the past year, Rayman has come out of nowhere to 
become one of the most recognized videogame charac¬ 
ters around. And with upcoming releases on the 
PlayStation and Saturn, Rayman’s popularity is sure to 
survive the transition to next-generation consoles. I 
recently talked with the reclusive Belgian native on the 
veranda of his enchanting villa in the south of France. 

VideoGames: So, what's the deal with your lack 
o f limbs ? 

Rayman: I’d rather not talk about that, monsieur. 
VG: Oh, come on. 

RM: Why does everyone freak out about the 
limbs? Sacre bleu, I'm a cartoon character! I don’t 
need the limbs. I'm perfectly happy with my dis¬ 
embodied hands and feet. 

VG: But doesn’t it make things difficult? Aren’t 
there times when you wish you had elbows and 
knees? 

RM: No, no. Do you know what the elbows and 
knees are? Potential arthritis flare-up points, 
that’s all. I never have to worry about the “tennis 
elbow” or the—how do you say?—“water on the 
knee.” No, I don’t miss having them. The one time 
limbs would have come in handy, I guess, was 
back in '86, when I was trying to make my living 
as a fashion model in New York. They always had 
trouble measuring my inseam and sleeve length, 
and I lost a lot of jobs. Those were lean times. 

VG: A few months ago, there was a lot of talk 
about making you the mascot for Atari’s Jaguar. 
Then suddenly ; we were seeing you pop up on 
almost every other platform system, what hap¬ 
pened? 

RM: Mon dieu! Those madmen at Atari didn’t 
know the first thing about grooming a mascot. 
They wanted me to wear a ridiculous little hat that 
said, “Atari Rules,” or something like that. It just 
wasn’t my style, you know? I had started hanging 
out with Mario and Yoshi, and they warned me 
that if I didn’t take control of my image now, I’d 
never regain it. Mario’s not even a plumber, he’s 
an electrician! But Nintendo—how ao you say?— 
did some surveys and found out that people 
would rather see a plumber rescue a woman from 
an ape. So they threw him in a foolish plumber 
suit and that’s what he’s been forced to wear ever 
since. I’m never going to let anyone dictate my 
life like that. 

VG: With the exception of the occasional punch, 
your games are pretty non-violent . Is this 
because you feel a responsibility to today’s 
youth ? 

RM: Non-violent? Aye, yi yi, you try surviving in 
my world and see how long you last. It’s only 
because of my detachable flying fists that I’m sit¬ 
ting here talking to you today. 171 take on any of 
those Mortal Kombat weaklings any day. Now, 
none of those fellows ever threw a punch before 
those games came out, no? They’re just actors in 
cheap suits. I, on the other hand, grew up in a 
dangerous, fantastic cartoon world. I’ve been 
fighting secret agents in silly hats and dodging 
mallet-swinging bullets since before I can even 
remember. 

VG: So what image are you aiming for? What’s 
Rayman ail about? 

RM: I’m just a happy guy, no? A happy, attractive 
little man. I walk around my little cartoon world 
flapping my tongue at people, and I’m just really 
hajbpy To be alive. Thai’s about it. 

VG: So, what's in the future for Rayman? Can we 
expect to see any sequels? 

RM: It is possible. But I really want to direct, like 
Francois Truffaut. I’m working on a screenplay 
right now. 

VG: A ny final thoughts ? 

RM: Oui. Vive la France! 


PO’ed 

(Any Channel for 3DO) 
fn this game, the player is 
on the receiving end of 
stinky anal wrath in a 
putrid alien world. 

C’mon—how else would 
you expect giant, skipping 
butt-shaped creatures to 
defend themselves? 


Rage 

(Acclaim for SNES) 
Just in case there’s any 
doubt as to what he’s 
doing. Chaos the giant 
ape does a handstand and 
sticks his rear-end in the 
air before unleashing his 
monster-sized load of gas. 

Samurai Showdown 
(Neo Geo) 

Of all the farters, Samurai 
Showdown’s Earthquake is 
far and away the scariest. 
Not content to just fart in 
someone’s general direc¬ 
tion, this blubbery behemoth 
forces- his victim’s head into 
his immense butt-crack 
before expelling his foul 
stench. 


Toshinden 
{Sony for PlayStation) 
Of Toshinden ’s eight 
characters, only fhe 
_ creepy little old man 
Fo has enough gall to 
launch farts into his 
opponents’ faces. 
Sheesh—at his age, 
you’d think he’d have 
better manners. 


Here's some of 
the cool stuff 
companies 
sent us this, 
month to kiss 
our butts. 

Namco: 

Tyco 


Sony: 

One (1) 
PlayStation 
windbreaker 
and cap 
ensemble. 
Modeling for 
us today is 


Dan. His hob- 
bies include 
power-sleep- 1 'jw 
ing and eat- 
ino crappy, 
gas station- 

purchased beef jerky. 


«■ One (1 

9.6-voll 

■/ " i “if remote 

„ n -controlled red 
L< i Lamborghini 
• with Namco 

PHH and Ridge 

Racer logos— 

batteries included! As cool as this 
car is, it doesn’t handle nearly as 
well as its videogame counterpart. 
We gleefully drove it around the 
office until it took a 
digger into an unfinished wall and 
got a bumperful of caulk. 




. * i ’y.jiiWXtV 

hang hers up. 

Panasonic: 

Two (2) Ballz T-shirts, quickly snatched 
up by Geoff and Dan. Panasonic also 
sent us a bucketload of useless little trin¬ 
kets including Ballz pins too big and 
dopey to wear and Icebreaker erasers 
that don’t actually remove pencil marks. 
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Instead, Ultra 64 games are stored 
on a thing that looks like a cartridge 
called “Magneto-Optica!.” This new 
format is similar to the Syquest disks 
used by computers to store lots of 
information. Apparently, up to 900 
megs of information may be stored 
on Ultra carts. This storage medium 
is difficult to pirate, and it allows 
developers to save lots of informa¬ 
tion to the disk. Kinda cool, huh? 


SEGA SATURN SELL- 
THROUGH 

Sega Saturn sales linger somewhere 
between 40,000 to 100,000, depend¬ 
ing on who you get your info from. 
The lack of software has a lot of 
folks waiting for the others to come 
out. One thing’s for sure, 3DO still 
has the highest installed base in the 
United States of any of the 32-bit 
platforms. 


3DO’S BIG SECRET 

The 64-bit M2 has a lot of develop¬ 
ers drooling. The development sys¬ 
tems are now in the pipeline and 
right now, and games are being 
made for it as we speak. The only 
absolutely confirmed title for M2 is 
Battiesport from Studio 3DO. 
Developers for the Ultra 64 have yet 
to receive their development sys¬ 
tems, which puts Ultra slightly 


he wait is over—now go buy 
something. Summer’s drought of 
games is long gone and now we 
can look forward to new titles on the 
shelf every week. Hurray! But that 
doesn’t stop the news from flowin’. 
Here’s the latest (and most reliable) 
info under the sun. 

Ready...aim...FIRE! 


THE RACE IS OVER 

Steve Race is no longer president of 
Sony Computer Entertainment of 
America. Race "resigned” on Friday, 
August 4th. SCEA issued a short, 
one-page press release which casu¬ 
ally mentioned Race’s speedy exit. 
Martin Homlish (who?) is SCEA’s 
acting president. (Marty came from 
Sony’s home-audio division, but I’m 
sure he knows plenty about video 
games.) There are conflicting stories 
about Race’s departure, but it was 
no secret that he had problems with 
Japan over pricing. No matter what, 
the PlayStation should be successful 
in spite of all the bickering behind 
the scenes. 


ULTRA 64: IT’S NOT A CD 
OR A CARTRIDGE 

While speculation continues about 
Nintendo’s 64-bit mystery, one thing 
is for sure: the Ultra 64 will be 
released in Japan exactly one week 


Your monthly update to the world of gam 
ing. This issue I’ll examine the players 
and how the cards stack up. It’s stil! too 
soon to call winners and losers, but 
here’s a taste ... 


© SONY 

The $199 deaf at software chains 
makes Sony’s PlayStation afford¬ 
able to everyone. The load of hot titles at 
launch was another big boost, But don’t 
let that get to your head—placing even 
more last-minute restrictions on third- 
party game developers hasn't gained any 
new friends. You don’t own the industry 
yet, so stop acting like it. 


NINTENDO 

The best 16-bit titles are coming 
out for SNES. The irony is that 
Nintendo will most certainly report higher 
profits for 1995 than any other game 
company. 16-bit is not completely dead, 
(This year.) 


3DO 

Hot titles. (Yes! Over 200 in all.) 
Low price. _But is it too little, too 
late—we’ll see. fry lowering the hard¬ 
ware price to under $199 and you may 
well own the industry. 


ATARI 

The lowest price point for a 64-bit 
system may pull you through, but it’s 
the games. We need more games! To 
win, you’ve got to come out fighting. 


SEGA 

Four hundred bucks for the Saturn 
may send buyers with the 32-bit 
bug elsewhere. The summer drought of 
software didn’t help either—was launch¬ 
ing Saturn early, the right thing to do? 
Maybe. Maybe not. Oh, and what’s the 
difference between the 32X and Saturn? 
They’re both 32-bit aren’t they? 


after the Shoshinkai show in 
November. Import game stores 
should start taking their orders now 
for what’s sure to be the hottest new 
piece of hardware since...well, ever. 
(I guess Nintendo did make the holi¬ 
day buying season after all, if only in 
Japan.) Only six titles will be avail- 


behind 3DO in the 64-bit arena. 
Interplay, Electronic Arts and 
Universal Interactive are developing 
M2 games and others will surely 
follow their lead.; 

Until next month, keep your finger on 

the “A” button... 


® 32X 

Hello, is this the morgue? We have 
a body here for you to pick up. First 
real casualty of war. 


(• •)ULTRA 64 

\“/ Yeah, sounds great from what 
you’ve been telling us, so where is 
it? (Everybody sing!) It’s beginning to 
smell a lot like vapor.... 


able at launch and none of those will 
be from third parties. The games 
themselves will not be contained on 
a CD or a cartridge as we know it. 



—Chris Gore 
Editor-in-Chief 
and your close, 
personal friend 


• * WIRTUAL BOY 


^3/ The new dominant 32-bit gaming 
platform for the nineties and beyond. 
(Just kidding.) 
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'Game Boy and Game Gear games are 1 player only. "On Super Nes and Genesis only. 
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© 1994,1995 Nintendo/Rare, Kif3er Instinct^’ 1 is a trademarl^ of Nintendo of America Inc. 
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:[Jl.Fi>dfboo 


The only thing you 
need is an S N E S... 
OK and maybe 
a tourniquet. 


PL us, act now and a game music CD 
i s free. So even your stereo gets 


It's gonna be ,,j £ 

a bloody free-for-all 


Carnage,,, 
mayhem,,,exploding 


Fully rendered graphics 
mean fully rendered pain 


OHIL MJfcfc 


loads of merciless pummeling. and that ,' s j us * m the 

game aisle at the store. 


corpuscLes,„.fun for 
the whole family! (Not-) 




















Remember, you can 
pick your warriors-. • 



V> r ~v 


c 

O 


? smmmrn 




Even though others might say 
the end is near for 16-bit 
...this sucker'll kill that feud. 


i 
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f t you have any tips or tricks that you haven’t seen printed anywhere else, put them on a piece of paper or a post¬ 
card and send them to us at VideoGames, Attn: Tips & Tricks, 8484 Wilshire BIvcL, Suite 900, Beverly Hills, CA 
90211. if you’re the first to tell us about a valuable new tip or trick, we’il print it and send you a cool new con¬ 
troller for your Super NES of Genesis, courtesy of STD Entertainment! 


ou have 
Gaia! 


His mechanical laugh will 
send chills up your spine. 


With Gaia activated, return to the title and 
quickly press ^->^+ J on Controller 2. 


o play as Gaia, turn the game on and wait for the title screen to appear. While 
the words “1P GAME,” “VS HUMAN," “VS COMPUTER” and “OPTIONS” are fly¬ 
ing in from both sides of the screen, quickly press 'l before all of the text 

appears. You’ll hear the announcer yell, “Fight!” and the small text on the title screen 
will change from blue to pink. (If you don’t get it to register the first time, you must wait 
for the demo to begin or start a game and cancel to return to the title screen; the code 
will not work if you are returning to the title screen from the Options menu.) Once the 
code is in, start a game. At the fighter-select screen, highlight Eiji, hold Up on the D- 
pad and press any action button. Now you’re playing as Gaia, the game’s first boss. 

To play as Sho you must first enter the Gaia code. Next, wait for the title screen to 
appear again as described above. This time, while the words are flying into the 
screen, press on Controller 2; you’ll hear “Fight!” again and the text will 

change from pink to a greenish color. With that code in place, start a game. At the 
fighter-select screen, highlight Kayin, hold Down on the D-pad and press any action button. Now you’re playing as 
Sho, the game’s final boss. 

To play as the alternate-color version of Gaia or Sho, just press SELECT before you hold the appropriate direction 
on the D-pad as described while choosing each character. 


Quickly press 
i <-+p before 
the words are cen¬ 
tered; you’ll hear, 
“Fight!” 




iht Eiji, hold 
d press any 
xitton. 


ow highlight Kayin, 
old Down and press 
any action button. 


Watch out for 
double-fireball attack! \ 
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T o get up close and personal 
with the polygons in 
Toshinden, try these camera- 
control tricks. First, visit the Options 
menu and set your Control Type to 
“H2.” Now move down to the Camera 
Action setting; you’ll find that there is a new camera angle option called “Your Self.” Choose it, 
and you’ll gain access to eight new Control Type settings—labeled A5 through H5—with 
“Camera X” and “Camera Y” functions assigned to the L and R buttons on top of the controller. 
Now the fun starts. Choose one of the new Control Type settings and start the game. Notice 
that the top buttons function as follows: 

LI —Rotate counter-clockwise R1 —Rotate clockwise 

L2 —Tiit backward R2 —Tilt forward 



To access additional camera controls, press the START button to pause the game. While the “Pause” menu is on the screen, 
hold all four action buttons (square, triangle, circle and X) and press the SELECT button once to make the pause menu disap¬ 
pear; press it again to remove the energy bars. (Note: You can use this trick at any time, even if you’re not messing with the cam¬ 
era angles. It’s fun to fight with no energy bars; you never know who’s winning until the round is over! To restore the Pause menu 
and energy bars, just pause the game, hold the four action buttons and press SELECT one more time.) 

Anyway, while the game is still paused with the Pause menu and energy bars removed, the controller has six new secret func¬ 
tions as follows: 

LI —Pan left R1 —Pan right D-pad Up —Pan up D-pad Down —Pan down L2 —Zoom in R2 —Zoom out 

Pressing the SELECT button repeatedly on Controller 2 will allow you step through the character animation one “frame" at a 
time; holding it down will allow you to play the game in super slow-motion. Press SELECT on Controller 1 to toggle between the 
rotate/tilt camera controls and the pan/zoom controls. 



Set the Control Type to “H2 


STRENGTH 
AUTO DEFENSE 



Next, change the Camera Action to ‘Your Self. 


a W. 'KICf n W. 
i\om SELF * 

JS ' . iiTimuA 


CAMERA ACTION 
SOUND TYPE 





For more camera controls 
pause the game... 




Iw-V' 

. — ,k 



n+ +o+>< 

ELECT twice. 



Now you can pan, zoom 
and play in slow-motion! 



If you zoom too 
close to a character, 
his or her polygons 
will disappear one 
one. 
















































You’ve finished the game; seen it all. Now try this secret level: Level 0. At 
the difficulty/options title screen, enter Up, Up, Up, Down, Down, 
Down, Left, Right, Left, Right, Left, Right, L, R. If done properiy. Level 
0 will start automatically.Your strength is continuously going down and can 
only be replenished by hitting an enemy. If your life runs out, the level ends. 



When you beat the game, you gain access to new weapon types. 
That can be a pain, though, so here are some codes to get an array 
of new weapons right off the bat. At the difficulty/options title 
screen, enter the code Up, X, Right,Y, Down, Z, Left.Y, Up, X. If 
done correctly, you’ll hear a noise. Now, to select which weapon 
you’d like to use, hold down one of the action buttons at the Episode 
I screen. When you begin, you’ll have some real firepower. 




Push Up, X, Right,Y, 
Down, Z, Left, Y, Up, X. 



Hold A or X for 


,..B for red lasers... 


...C for sidewinders... 


...V for multi-shot... 


normal weapon... 



Now hold the buttons 
as follows: 









My little Pony 


If you’ve already earned the right to play as the horses In Daytona as described 
in our August issue (by finishing first in all three tracks in Saturn mode) there’s 
another “vehicle” available to you: a baby horse. Choose the Beginner track in 
Endurance Mode with one of the horses. If you win, you can race with two horses 
at once: the mother and the baby. NOTE: The car and course level only need to 
be on Very Easy. 


,i:t-BKE—MSBHFiL—C MPFIH-EMUIIBtl 

iirnean sae? aw itnim in* 

30V im »sk: aw kwh. in wt 


tUSIC EH t LI. LLP 

lST Swfrf f.iHr 




ARCADE MODE 
I ODE 

RANKING 
OPTIONS 


r 





Make sure it’s in 
Endurance Mode. 


Win the race and get the 
baby horse! 


Select Saturn 
Mode. 


Choose the 
Beginner Course. 


Choose one of the 
horses. 












































































































































































Hold X, Z, and B while 
turning on the Genesis. 


After the 


Sega 


ogo 


/ 

jr\ 


> 


To turn your U.S. Cosmic Carnage game into the Japanese version {Cyber Brawl,) hold 
down the X, Z and B buttons when you turn the Genesis on. Now you’re playing Cyber 
Brawl, which comes equipped with some new characters to fight with. 


When/ypu waire op 

anied by 


UGLY’ 'Boy, 


you re not 
11UHK or F’%@£D up 


A new title screen 

•i a it 


To skip the level you’re currently on, hit the START 
button to pause the game. While paused, enter B, 
A, Down, B, A, Down, Left, Up, C (BAD BAD 
LUC.) When you unpause the game, you will be 
warped to the next level! 


Hit the START 
button to 
pause the 
game. Enter 

B, A, Down, 

B, A, Down, 
Left, Up, C 


Unpause 

the 


game. 
Now you 
will skip 
to the 


Now you have different 
fighters to use. 






















































































































All the Cheats—Part 1 

Each of these codes works by pausing the game and then 
entering the cheat. Once you unpause the game, the cheat(s will 
be activated. Look for the rest in our next issue! 




Configure Screen 

A+B,C,C,A,A, B, B, 
B+C 



Level Skip 

B, B, A, C,A+B,A+B, 
A+B.A+B 


End Game 

A+C, A+C, A+C, A, 
B, C, B, A 


Invincibility: 

A+B, A+B, C,A, Right, 
Right, Left, Right 




View Map 


Extra Life 

C, A, A, 




Extra Life 

(once only) 

A, B, C, C, A, A, C, B 


Energy Replenish 

A+C, B, B,C,C,C,A, B 




Replenish 

only) 





Weapon Replenish 

A+C,A, B, B, C,A, C,C 


Groucho Marx 

A, A, A, A, A, A, B, C 


Weapon Replenish 

(once only) 

A, B, C, B, C,A, C, C 


Red Afro 



C+Up,A, A, C,A, B, 



Plasma 

(once only) 
C,A, B, C,A, B, C, C 


Homing Missile 
A+Right, A, A, B,A, C, 
B,A 

Homing Missile ^ 

(once only) 

A, A, C, B, A, C, C, C 


Continue 

A+Down,A+Down, 
A+Left, A+Right, B, C 
C, B+C 


Continue (once only) 
A+Right, B+Up,A, C, 
C, B, C, A 





C, A, A, A, A, A, B, C 


Mick Jagger Lips 

B, B,A,A, 


Martian Ears 

B, C,A, A, 

A, A, B, C J 
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□n any of the platform levels, press START to pause the game. Enter the 
code Up, Right, A, B, A, Down, Left, A, Down (U R A BAD LAD). Now, 
unpause the game and the cheats are activated. To use the cheats, pause 
the game again. To skip to the next level, press B. To go to the cheat menu 
screen, press C. Once the cheat mode has been activated it can be used 
on any level, not just the platform ones. 





Pause during any platform 
and press Up, Right, A, 
Down, Left, A, Down. 




When you pause the game 
again, press B to skip to the 
next level. 



M 


w^KM8u§e n a 

THF J300F 
WAREHOUSE^ B 
THE CRATES 
CYBER TUBE 
THE Y SHOP 
JOB E 




n 




RT 





Pause and press C to to go to 
the cheat menu screen. 



If you are tired of working your way up to earn the 
Power Rangers suit, try this code. If you enter Up, 
Down, Left, Right, X, B, Y, A; you’ll start the game 
fully powered with the Ranger’s suit. The screen will 

flash if you have entered the code correctly. 



Press Up, Down, Left, 
Right, X, B, Y, A. 

J 


Now you can start each 
stage with your Ranger 
suit already equipped. 




Developed B.y 


©1995 Gremlin Interactive Limited. ™ Interplay 
Productions. All Rights Reserved. Sony© is a registered 
trademark of Sony Corporation. PlayStation™ is a 


Gremlin 


trademark of Sony Computer Entertainment, Inc. 


BY GAMERS, FOR GAMERS.’ 
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Can you spot the elephant in this picture? 



If so, you’re probably smart enough to figure out 
that paying $149 for a 64-bit Jaguar makes more 
sense than paying over $300 for a 32-bit system. 
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The 
over 
w h y 


% , 

most advanced graphics out there. Twice the bits for half the price. And 
40 cerebellum- sera mb ling games to choose from. If you still don’t get 
the Jaguar’s a better deal, maybe getting that second 1 obotomy will help 
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Defender 2000™ 

What you’ve been wait¬ 
ing tor. More enemies, 
more w e a p ons t o 
destroy them with. 
Plus 31) graphics for 
killer explosions and 
ear-shea ring sound. 


Ray m ail™ 

It’s a dream come true. 
You're a superhero bat¬ 
tling the arch-nemesis 
attempting to destroy 
the world. Each colorful 
level is teeming with 
cartoon-quality graphics. 


v 


FlipOuti™ 

Not exactly the kind of 
puzzles you find in the 
Sunday paper, From 
Planet Earth to Planet 
Phrohmaj. strange little 
aliens taunt you os you 
try to solve these puzzles. 

WKSSl^f-.; s-. 10 J 

* ■ A-T.3 

; 


Ultra Yorfcek™ 

With at least six special 
moves each, these are seven 
fighters you don't want to 
meet in a dark alley. But Meet¬ 
ing them on a video screen 
is pretty cool, Especially 
whenyou kick their butts. 

y s> 3 -- : -. 


r.'7 


Pitfall: TlieMayan Adventure" 

You’re the son of Pitfall 
Harry, scouring the Mayan 
jungles for your kid¬ 
napped dad. Feature film- 
quality animation makes 
for pendulums that slice 
and crocodiles that bite. 


■rf&SH WW^ JMBTO 

j ■ .;i ; ■= - :4' . ii 

; r. . • 7 j ■ 


White Men Can't Jump™ 

Rules? What rules? On 
the way to the Siam 
City Tournament, any¬ 
thing goes, Comes with 
a free Team Tap multi¬ 
player adapter for 
four-player action. 


Si, i 


A 

ATARI How do they do that? 


r.1 L O E I M THE USA 




Game lips and hints: 1-900-737-ATAS!. 95s par minulB. If you ate under 18. be sure lo gel a parent’s pa mission before calling. Touch-tone telephone required. USA cniy. Atari Jagoarinformation is available in lire Atari Gaming Forum on CompuServe. Type 
GO JAGUAR to access Ihis area 24 hours a day Alar i Jsauar information is available in the Atari Rounriiabie Forum on GEnie. Type JAGUAR io access this area 2<i hours a cay. 'includes Jaguar and one controller. ATARi, the Alar! lego.. Jaguar and the jaguar 
lags are trademarks of Atari Corporation. ©1995 Atari Corporation, Sunnyvale, CA §4089-1302. Made In the U.S. ol domestic and impelled components. AM rights reserved: Another trademarks and copyrights are properties of their respective miters. 
Defendw 2000* is a trademark of Williams Elecironics Games. lnc.'FlipOutl ©1395 Gorrlla Systems Corpcratisn.Ai! rights reserved. License;! to Atari Corporation. Activision ahei PITFALL! are registered trartetnate and Pitfall: The Mayan Adventure is a 
traeemarkofActivfeign. inc. All rights reserved. ©19S5 Activision. lnc.Bayman©19K UEi Soft Entertainment Inc All rights reserved. Ultra Vwlek ©1995 Beyond Games, Inc. AH rights reserved. Ultra VorWcisa trademark of Beyond Games. Inc WHITE 
MEN CAN’T JUMP™ ©1995 Twentieth Century Fox Film Corporation. All rights'reserved. While Men Can’! Jump 1 * and associated ctiatacters are trademarks ol Twentieth Century Fax Film Corporation. Licensed to Atari Corporation for distribution. 
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Moves galore! Here are all of the moves (currently) 
that the fighters can perform. In addition, we have 
the special moves for the boss characters. 



Charge: Toward, Toward, Toward 
Lateral Move: LEFT + B + C or RIGHT + B+ C 
Finishing Move: Up, Up, when opponent has 25% health 
After Shatter Stomp: A, A, A, A after you win 




Charge: Toward, 
Toward, Toward 
Jack-ln-the-Box 
Head: Up + A 
Left Handstand 
Kick: LEFT, 
LEFT, B 
Right Handstand 
Kick: RIGHT, 
RIGHT, B 
Power Kick: 
Down, Toward, B 
Morph: RIGHT, LEFT, A + C 


Ride On Back and Bite: C, 
land on opponent 
Ducking Uppercut: Down, 
Toward, A 

Jump Left, Kick Right: 

LEFT, LEFT, B 

Jump Right, Kick Left: 
RIGHT, RIGHT, B 

Lunge Kick: Up, Up, B 
Opera Move: Down, 
Down, Up 

Spin: Away, Up, Toward 
Morph: Up, LEFT, A + C 


Rising Punch: 
Down + A + B 
Spinning Piie 
Driver: C, A + B 
when close in 
mid-air 

Morph: RIGHT, 
RIGHT, A + C 




Buckle Kick: 
Away, Toward, 

B 

Buckle Toss: 
Away, Toward, 

A 


Buckle Heave: Down, Up, A 
Cyclone: RIGHT, Down, LEFT, 
Up, A 

Two Foot Jump Kick: C, A + B 
Leg Sweep: Down, A + B 
Morph: Down, LEFT, A + C 




Ride On Back & 
Club: C, then 
land on 
opponent 
Lobber Loogie: 
Away, Up, A 
Overhead Club: 
Up, A 

Morph: LEFT, 

LEFT, A + C 



Up or LEFT, 


LEFT, Up 

Swing Around Hit: LEFT, LEFT, B or 

RIGHT, RIGHT, B 

Swing Hit: C, Up, Up, A 

Swing Kick: C, Up, Up, B in close 

Uppercut: Up. A 

Morph: Up, RIGHT, A + C 


' 






Jumping Head 
Butt: LEFT, 
Down, A or 
RIGHT, Down, A 
Rumble Charge: 
Up, Down, Up 
Stomp On Foot: 
Up, Toward, B 
Underhand Horn 
Throw: Away, Toward, A 
Morph: Down, RIGHT, 
A+C 










Jump Right, 
Kick Left: 

RIGHT, 
RIGHT, B 

Backflip Kick: 
Up + 

Sumo 

C, A + 

Morph: LEFT, RIGHT, A + C 












Power Kick: Down, Toward, B 
Zombie Dart: C, Down, Down 
Forward Flip Kick: Tow^ rW 1 

Curly Shuffle: 

Toward, Away, 

Toward 
Morph: Down, 

Down, A + C 
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SNES 

8B26-07A2 — Almost infinite 
life force 

DF29-07DA—Start with very 
little energy after first life 

D7AA-QDDD—Start with 
mega-points 

3C8D-SD67 4 3CA4-64DA— 
Infinite Ranger Weapon power 

Tetris 1 Dr. Mario 

SUES 

TETRIS 

6DB4-1F65—Level never 
increases 

DFB4-1 405— After first level, 
level increases every line 

CBB2-3DA9 4 DCB2-3FD9 4 3CB2 
3F09 — Speed is always high 

DR. MARIO 

CBC9-4466 + DCC9-44A6 + 
3CC9-47D6 — Same piece 
always faifs 


Adventures of 
lafman & Retain 

Genesis 

BGSA-AADL—Start with 10 lives 
AGSA-AADT—Start with 1 credit 
AJCA-CA6W—Infinite lives 
A4SA-AAD6—Start with level six 
firepower 

AGSA-AADO—Start with shuriken 


BOUNDER 

(KANGAROO): 

Tail Sweep: Down 

+ A + B 

Tail Whip: Down + 

B + C 

Bounce On Tail: 
Up, Up, Up 
Tail Propeller: C, B 

+ C 


GUGGLER 

(OSTRICH): 

Rude Gesture: A + 

B 

Flip Kick: B + C 
Toss: Down + B 
Head In Sand: 
Down + C 


BYTE VIPER (SNAKE): 

Roll: Toward + B 
Dive: Up + C 
Eat: Toward, A + B 


Divine, Kangaroo 


EL BALLZ 
(BULL): 

Head Butt: A 
Hind Leg Kick: B 
Charge: C 
Rear Up: Up + A 


LAMPREY 

(GENIE): 

Charge: Toward, C 
Morph To Snake: 
Down + A 
Morph To Scorpion: 

LEFT + A 

Morph To Bull: A + 

C 

Morph Back: A + B 
(Bull) or A + C 


SPIKE 

(SCORPION); 

Jump Flip: Up + C 
Lunge: A + B 
Jumping Sting: B + C 
Jump, Hit With Tail: 
Down + A 


T-REX: 

Stomp & 
Chew: A + 

B 

Tail Slam: j 
Down + B 


Yoko, Ostrich 


Siargate 

Game Boy 

QE9 7DB 80E 4 019 7EB D53— 
The bottom of the tiles are 

always the same 
0E9 7DB 80E 4 0D9 7EB D53— 
The bottom of the tiles are 
always smart bombs 
0E9 7DB 80E 4 0E9 7EB D53— 
The bottom of the tiles are 
always digger tiles 


Each character has 
a corresponding 
boss that will be 
accessed when Jest 
is beaten. Here are 
three of those pairs: 


Kronk, T-Rex 


Donkey Kong Land 

Game Boy 


00E 889 F7E 4 00E 958 F7E — 
Start with 1 life 

63E 899 F7E 4 63E 958 F7E— 
Start with 99 lives 
00D 90B 3BE 4 21D AOB E61 — 
Infinite lives 


Here are the boss characters’ moves. To access the bosses, 
you must defeat all of the fighters, through Jester. Once 
you’ve done that, your fighter will morph into the correspond- 
ing boss. You will now be able to fight as a boss. NOTE: Once 
you turn off the 3DO, the bosses you’ve accessed will be lost. 

There is no way to save them! 
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Press Left, 
Right, 
Down, 
Down, R. 

Watch the 
hypnotic 
XBand screen 
saver. 


The Super NES XBand Modem has a top-secret maze game just like the one 
in the Genesis version. When preparing to dial the phone and the screen 
says "Are you sure you want to register with XBand?’’ press Up, Up, Down. 
You can play the game while the modem connects to the network, 

If you want to play the maze game for a longer period of time, go to the 
main XBand menu (Challenge/Player List/Mailbox etc.] and press Down, 
Down, Left, Left, Right, B. The SNES maze is a two-player game; rumor 
has it that you can play the maze in two-player mode over the phone lines if 
both players register with XBand with a copy of Nintendo’s The Legend of 
Zelda: A Link to the Past plugged into the modem! 




As on the Genesis, you can change the way the text moves below the icons on the 
SNES XBand menus. These codes work at the player-select screen or the main 
XBand menu: 

• Left, Left, Up, Up, Right, Right, Down —Rainbow mode 

• Up, Up, Right, Right, Down, Down, Left —Green &. Yellow mode 

• Down, Down, Left, Left, Up, Up, Right —Searchlight mode 


You’ve found the hidden 
"Blockade”game, 


.. . 

The SNES XBand software has a built-in screen 
! saver that starts up if you sit idle at any XBand menu 
Tor too long. To see it in action without waiting, press 

Left, Right, Down, Down, button R at the 

j“XMail/Bandwidth/XBand News” menu. 


You ire tfiaHngfrom 2135551214- 
Are you sure you want to register 
with XEAND? 


Press Up, 

Up, Down. 


Navigate the maze 
while you’re connecting 
to XBand. 
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Press Down, 
Down, Left, 
Left, Right, B. 


Now you can cruise 
the maze for as 
long as you wish. 


Change from 
the Rainbow 
mode... 


...to Green &. 
Yellow mode... 


...or go for the 
Searchlight 
look. 


Also, did you 
ever notice that 

the SELECT 

button.., 


...changes the 
animation of 
the XBand 
icons? 




If you press Up, Up, 
Left, Right, Left, 
Right, L button at the 

main XBand menu, you’ll 
find another hidden 
game! It’s derived from 
the classic coin-op 
Surround , which in¬ 
spired the "light cycle” 
game in Tron. [For two 
players only.) 


At the opening XBand title screen (when you first turn on your SNES) press 
Up, Up, Left, Right. This puts you into what the XBand designers have 
dubbed ‘VomitVision” mode. 


L_ 


Now you’re 

in 

VomitVision! 


Errrk.J 
think I’m 
gonna be 




* 4 — 

M 

w 

ChjftetsijE 

Flayer list 

_:_j’j. :V. 

Mailbox 

-V . : . - ! 

M : 

1 

I | 

±> 

State 

QntiutiJ. 



Press Up, Up, Left, 
Right, Left, Right, L. 
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Every month you’ll impress your friends with cheats, secrets and 

special strategies from the VideoGames pros! 




Jiiiy IDAS 
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f Tips & Tables, P.0, Bax 469070, Escondido, CA 92046 

Start my 12-issue Tips & Tricks subscription for only $19.95, 


From the 


Editors of 


VideoGames 


12 monthly issues 
only Q.95! 


Name 


Toll-Free Subscriber 
Service Number 


i Address 

l -- 

City/State/Zip __ 

G Payment Enclosed Charge My CviSA □ MasterCard 


1 - 800 - 621-8977 

Credit card orders only. 


Credit Cards __ Exp. 


Signature 

MONEY BACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign add $10 per year, 
j YOUR FIRST ISSUE WELL ARRIVE IN 6 TO 8 WEEKS, Where applicable, sales tax is included in stated price. 


QFFER EXPIRES DECEMBER 31, 1995 
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$299. We can handle that, and we’re will- 7 
ing to bet consumers can, too. People ^ 
expect 32-bit systems to be more expen- * 
sive than 16-bit systems, but with the 
PlayStation’s price being $100 bucks lii 
cheaper than the Saturn’s, cost alone 
may hurt Sega more than any other 
factor. Sure, there are “early adopters” 
who are willing to spend $400 for a new game 
system, but most of them already own a 3DO or 
Saturn—or a Neo*Geo, for that matter. 


machines has its owni! 
merits, Sony’s 
PlayStation has a num¬ 
ber of features that are 
just too cool to ignore. 

When purchasing a new game system, 
there are a lot of factors to consider. 
Obvious questions (like, “How much does it 
cost?” and “What games come with it?”) 
often take priority over issues that are more 
important in the long run: “How much third- 
party support will it have?” “How long 
before the technology is outdated?” 

. Frankly, the PlayStation seems to 
have all of the bases covered, and its 
future is bright enough to blind the 
industry. To point out why we think ^ 
Sony has a hit on its hands, we’ve com- HT 
piled a checklist of ten points on which || 
the PlayStation can build a solid future. || 
Read on... 


Nearly every major third-party software 
company has jumped at the chance to 
publish games for the PlayStation. The 
end result of this enthusiasm is that PS 

‘ = \ / *jr m ^' g jr | F'mfrF''’. jm IjP 1 - Jf 

owners (with an endless reserve of cash 
to blow on games) will have access to a 
library of 15 games on the day the sys¬ 
tem launches, 18 more games in 
October and at least 50 games by the 
time the holidays roll around. Even more 
amazing than the volume of the games, 
however, has been,their consistent level 
of quality. 
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Okay, okay—this point isn’t based on fact 
so much as opinion, but you’ve watched 
us form these opinions ever since we I 

started reviewing PlayStation titles. In fact, ] 
a lot of software for Sony’s system has put 
us in an awkward position—we don’t like I 
to give out too many “10”s when reviewing Jp 
games, but a disproportionately large num- ^ 
ber of PlayStation titles have deservedly || 
been in the running for that highest of ac- j§r‘ 
coiades. The PlayStation boasts superior || 
games in almost every genre: superb rac- |§ 
ing games (Ridge Racer , WipeOuf), excel- || 
lent fighting games (Battle Arena Toshin- 
den, Tekken), the most innovative game in ^ 
years (Jumping Flash) and so on and so 
forth.... 


n; 


Simply put, the PlayStation has got power. Lots of third-party games will be pub¬ 
lished simultaneously for the PlayStation, 3DOand Saturn; this will be an excellent 
Indicator of the relative strengths and weaknesses of each machine. If a local game 
store will give you the chance to do a side-by-side comparison of one of these titles, 
you can see the differences for yourself. 


Borrowing an idea from SNK’s original Neo-Geo, these 
high-tech wafer cards allow PS owners to save their 
games at any point. The cards can be customized with 
stickers and make great portable conversation pieces.^ 
And in this cybernetic 

world-gp ne-mad, it’s f ^ 

only a matter of f 
time before these 

things become * 

fashion statements. V\ 

Hey, if you ever get 'sSjjSj;. 

shot in the chest, 1 

they might just ^ v N 

stop the bullet. \ 

(That was a joke, 'W 

kids. Don’t go try- V 


The Sony folks have been around since the beginning of time 
(well, as far as most of us are concerned) and they’ve never 
given us any reason not to trust them. 

(Unless you remember Beta, but most of 
you are too young.) They make great TVs 
and VCRs, so it only follows that they’ll 
make a fine game consoIerAnd they cer¬ 
tainly have enough money to do every¬ 
thing just right, from hiring the industry’s 
best game designers to putting the 
emphasis on quality. Oh yeah—the logos 
for both Sony and the PlayStation are also 
damned cool-looking. 


COMPUTER 

£NT£RTAtNME hiT. 
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SONY PLAYSTATION RELEASES 


SEPTEMBER 

Battle Arena Toshinden 

Discworld 

ESPN Extreme 

Kileak: The DNA Imperative 

Novastorm 

Ridge Racer 

Raiden Project 

Off-World Interceptor 

Ultimate Parodius 

Street Fighter: The Movie 

Wing Commander III 

Air Combat 

NBA Jam T.E. 

PGA Tour Golf 

Power Serve 3-D Tennis 

Rayman 

Total Eclipse Turbo 
WWF Wrestlemania 


Fighting 

Adventure/RPG 

Sports/Racing 

Action RPG 

Shooter 

Racing 

Shooter 

Driving/Shooter 

Shooter 

Fighting 

Shooter 

Flight Sim 

Basketball 

Golf Sim 

Tennis Sim 

Platform 

Shooter 

Fighting 


The PlayStation’s dual-handled, ergonomic controller seems 
designed to make the machine adapt to the hand, and not vice- 
^ versa. It’s comfy, durable, and the 

/" ; v . buttons are easy to locate without 

m ' taking your eyes off the screen. The 

.' r best part is that the ridiculously 

short cord for the Japanese system 
® m- has been lengthened to six feet for 

I iff Jfe- i I American release. Heck, our hands 
t Wk Mm love the PS controllers so much, we 
L JSJr / walk around carrying them even 

V _ when we’re not playing games. 


Mortal 


The fact that Sony has secured a six- 

month exclusive on the 32-bit home 

rights to this arcade hit certainly won’t 

hurt PlayStation sales. As this job has 

taught us, MK3 fans are j_ 

fanatical nuts (relax, 

folks—that’s a compli- ! MT, i ffWfe 

ment!), and will go to 

any length to see Kano 

rip Sonya’s skeleton 

out of her skin. The fact Ejpff9pO 

that MK3 may be the 

PlayStation’s pack-in 

game could guarantee 

eight-gazillion PlaySta- Hfe 

tion units will be sold ^bTlSEGSI 

within the first week. ii 


OCTOBER 
Jumping Flash 
Lemmings 3-D 
Mortal Kombat 3 
WipeOut 
John Madden ’96 
Cybersled 
High Octane 

Spot Goes To Hollywood 
Alien Trilogy 
Alien Virus 

FIFA International Soccer 
Goal Storm 
Revolution X 
Shockwave 
Viewpoint 


3D Platform 

Strategy 

Fighting 

Racing 

Football Sim 

Shooter 

Driving 

Platform 

Shooter/Adventure 

Shooter 

Soccer Sim 

Soccer Sim 

Shooter 

Shooter 

Shooter 


Plug it in and go head-to-head with another 
PlayStation owner on any number of high¬ 
speed games. Driving games, in particular, 
should benefit from the link cable, as each 
player will view the action from his or her 
own TV screen. This should lead to a level 
of racing simulation previously available 
only in arcades (and it’s the perfect first- 
_ date 

A CAEIA ac,ivi,y! 

J Js J_r A Er...maybe 


VideoGames is giving away a 
Sony PlayStation! 

And you, yes YOU, could be the lucky 
recipient. You've seen the facts and 
pretty pictures, now experience this 
incredible next-gen system in your 
own home. All it takes to enter is one 
lousy postcard, so send it in today! 
You might just get a visit from the 
VideoGames Prize Patro- Van! (Okay, 
we don’t really have a van, but it 
would still be pretty cool to win, 
don'tcha think?) 


She’s the character that the 
entire staff seems to gravitate 
to whenever we play Battle 
Arena Toshinden. Sofia 
demands respect—and gets it. 
She wears smart clothing. She 
has a cool whip. She beats the 
crap out of her opponents! 

She gives our lives meaning!!! 
Sofia is just the hottest video- 
game character to come 
around since Street Fighter IPs 
Chun-Li. Period. 


TO ENTER: 

Send a postcard (no envelopes, 
please) with your name, address 
and age to: 

PlayStation contest 
c/o VideoGames 
PO Box 17379 

Beverly Hills, CA 90209-3379 
Entries must be received by 
November 15, 1995. Mutilated, 
incomplete or illegible entries will 
be disqualified. Sponsor is not 
responsible for late, lost, postage 
due or misdirected entries. 


ELIGIBILITY: 

Contest is open to residents of the United 
States and Canada. Advertising/promo- 
tion/publicity agencies of LFP, Inc., its 
printing suppliers and the immediate 
families of each are not eligible. Contest 
void where prohibited, restricted, or 
taxed by law. ContesHubject to all 
Federal, State and Local laws and regula¬ 
tions. Taxes on prizes, if any, are the sole 
responsibility of the prizewinners. 
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ULTIMATTE GRAPHICS PUT YOU 
RIGHT IN THE BATTER’S BOX! 
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TRACK & SAVE STATS IN 23 OIF 
CATEGORIES: INDIVIDUAL, TEA 
CONFERENCE LEADERS! 


REALISTIC MOTION CAPTURE PITCHING 
& FIELDING: TURN TWO AT SECOND! 


DIVE TO TAKE AWAY AN EXTRA BASE HIT! 


3 t BALL £ MLS P A i 

B;g Hurt™ is a registered tradeaTiark of Frank Thomas and licensed for use to Big HM 
Enterprises has granted a limited license to Acclaim Entertainment, tnc. Officially lice. 
£ MLBPA MSA-’Nintendo. Super Nintendo Entertainment System. Game Boy antshe 
1991 Nintendo of America Inc, Seca, Genesis, and Game Gear are trademarks oJSegi 
Entertainment Inc. © & © 1995 Acclaim Entertainment, irtc. All Rights Reservec.tSti 


Lt£ntedN^gsJnc. Unauthorized use is strictly prohibited. Big Hurt 
I'Ksed By thrMaior League Baseball Players Association, MLB? A Logo 
L&figfat Seats are registered trademarks.of Nintendo of America tnc, © 
fa Enterprises. Ltd. AH rights reserved. Acclaim is a division of Acclaim 
ree/sft&t&jshown are from the Super Nes version of the video game. 
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I mo re time and 

B J attention than 
jy games for even 


the Ultra-64 this past summer, so 
chances are the company has 
been busy developing games for 
quite some time. Nintendo may 
well decide to introduce the Ultra- 
64 to the public with a selection of 
exclusively in-house games, and 
let the third-party developers catch 
up in later months. 

Despite the lack of real-time 
gameplay footage, some compa¬ 
nies have nonetheless been able 
to create reasonable facsimiles of 
what their games for the Ultra-64 


the PlayStation or 
Saturn. Also, Nintendo’s system 
uses cartridges, which typically 
take at least two months to manu¬ 
facture once the game has been 
programmed (CD-based games 
take only a matter of days). This 
means that to meet a release date 
of April, ’96, developers would 
need to have the programming 
phase of their games finished by 
February, ’96. Will that be 
enough time? Unless the |g||| 

first Ultra-64 games are as mm 
simple as Pong, we some- mIb 
how doubt it. 

So what’s the good fl£| 

news? Well, chances are 
Nintendo will have at least 1J||1 
a dozen games of their 
own programmed and 
ready to go by April. 

Remember, Nintendo origi- ipiji 
nally intended to release 


I f you’re like most videogame 
consumers, you’re growing 
frustrated with Nintendo. Very 
frustrated. In fact, some of you 
(and some of us) are downright 
pissed! What’s up with the Ultra- 
64?! Will it really be worth the 
wait? Will it be on store shelves in 
April of ’96, or should we expect 
even more delays? 

One thing’s for sure; if the Ultra- 
64 does launch in April as 
planned, it will be with little or no 
third-party software support. As of 
this writing, no American game 
development company has even 
received the development systems 
necessary to program NU-64 
games. And even if those compa¬ 
nies were supplied with the neces¬ 
sary hardware and software 
tomorrow, it’s doubtful their pro¬ 
grammers could develop the 
games so quickly. Programming 
for the Ultra-64 is an incredibly 
complex process, requiring much 
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will probably look like on Silicon mjM 

Graphics workstations. Nintendo has 
enlisted third-party support from 
Spectrum Holobyte, Acclaim, Virgin, 
LucasArts and several other developers to 
design graphics for their games on SGI com¬ 
puters. The idea is that anything created on 
these SGIs will be easy to recreate utilizing 
the NU-64’s speedy processor. As a result, 
we’ve seen plenty of graphic animation 
sequences from companies that are eager to 
promote games which haven’t even been 
programmed yet. 

The biggest indicator of the future will 
occur this December, when the system is 
released in Japan. If Nintendo makes that 
deadline, chances are we can expect to see 
the Ultra-64 on American shores in April. 


■■biggest secret has l VVI1 I IWbHB 
been the design of v 
their new Ultra-64 con¬ 
troller. According to our 

sources, the controller will be markedly different 
from anything we’ve yet seen, with an unusual 
shape and button pattern designed to fit hands per¬ 
fectly. Reportedly, a complete rethinking of con¬ 
troller design was necessary to effectively inter¬ 
face with the various 3-D environments Nintendo 
claims the Ultra-64 will create. All the controllers 
for all of the new game systems are made with a 2- 
D environment in mind, the NU64 controller will 
offer players total control of 3-D environments. 
According to one rumor, the controller may even be 
something you stick your hands into rather than 
something you hold! 


I ’ronically, the most exciting Ultra-64 news 
in months recently came not from 
IjNintendo, but from LucasArts. The same 
company that brought us the deservedly 
popular Star Wars games Rebel Assault , 
Dark Forces and Rebel Assault II is currently 
working with Nintendo to create a Star Wars 
game for the Ultra 64. Called Shadows of 
the Empire, the game (and book and comic 
book and line of action figures, etc...) will 
chronicle the period of time between The 
Empire Strikes Back and Return of the Jedi, 
and will center around the Galactic under¬ 
world’s plans to overthrow the Empire and 


assassinate Luke Skywalker. Aside from the 
plot, no firm details about this new game 
have yet been released, but chances are it 
will at least consist of the flight simulator 
and Doom-style elements found in the pre¬ 
vious Lucas Arts Star Wars games. The 
company plans to release the game with the 
launch of the Ultra-64. Will they make the dead¬ 
line? We’re betting no. Then again, the Force is 
with them, so who can say for sure? 


From what we’ve been able to gather, the 
following games are scheduled to be 
released with the Ultra-64 launch: Top Gun: 
Fire At Willi, Ultra Doom, Robotech , Red 
Baron, Turok the Dinosaur Hunter, Monster 
Dunks , Cruisin' USA, and Killer Instinct 2. 
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ou ve 


been hearing about il 
for ■ years, and tl 
Neo-Geo CD is finally here. Not an add-on, it’s 
actually a self-contained Neo-Geo unit with a CD 
drive built in. There’s no cartridge port, but the con¬ 
troller inputs are the same, as are the CD versions 
of existing games. 

By the time you read these words, the machine 
should be available at Electronics Boutique and 
other major retailers at a suggested retail price of 
$399. The box includes one control pad and one 
CD game, and even though the game title was not 
announced as we went to press with this issue, it’ll 
most likely be Samurai Shodown li. 

So why would anybody want a 16-bit Neo-Geo 
home system in this day and age? In a word: 


Games. 70 titles will be available 
at launch, and they’re all proven 
arcade hits. Previously available in 
cartridge form at prices upwards of 
$250, the CD versions will cost between $40 and 
$70. New games will be released just a few short 
weeks after they appear in the arcades. 

The original Neo-Geo home machine was like 
the Lamborghini Countache of video-game sys¬ 
tems. Very few people owned one, and those who 
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did considered it to be a real status symbol. 

I r _il I__1 _ 1_I_r_I I -x. I 


Honestly, how much more decadent could it have 


been? While Super NES programmers were say- ^ m 
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meoceocd SNK 


Here’s the music 
CD menu from the 
Japanese model 
of the Neo-Geo 
CD; the U.S. 
version is not 
expected to be 
much different. 


ing, “Gee, we can’t put in that extra character 
’cause we can’t make a profit unless we keep the 
cart under eight meg,” Neo-Geo programmers jy 
were saying, “By the way, we’re putting in 75 meg 
of digitized music, so jack up the price another hun¬ 
dred bucks.” While Sega was saying, “We’ve got to 
kill Nintendo...got to be number one,” SNK was 
saying, “We don’t care if you buy our home system 
or not, ‘cause we’re making tons of money at the 
arcades.” Most importantly, while SNES and 
Genesis owners were saying, “Wow, this 
version of Street Fighter il looks almost 
exactly like the arcade game,” Neo-Geo 
owners were saying, “This version of Art 
of Fighting is the arcade game.” The 
controllers were huge, the cartridges 
were gigantic...just the most obnoxious, 
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The top-loading 
Neo-Geo CD is sculpted 
out of high-impact black 
plastic; the construction 
is extremely sturdy. 






VIEWPOINT 


balls-out game machine you could 
own. 

Aside from the CD storage, the 
biggest physical difference between the 
cart-based Neo-Geo and the CD unit is 
the style of the controllers. Everyone in 
the VideoGames offices is crazy about the 
smaller, funkier pads that come with the 
new machine, so much so that our old 
monster Neo-Geo joysticks have gone out 
the window, cracked knobs and all. The 
four action buttons are aligned just like the 
AB/XY buttons on a standard SNES con¬ 
troller, and the circular direction button is 
actually more like a small knob than the 
typical cross-shaped D-pad. Very com¬ 
fortable and responsive. If you’re still into sticks, 
SNK is offering a new, smaller joystick with the 
buttons in the original arcade alignment; this will 
be sold separately. The CD machine’s built-in 
SRAM means you won’t need a memory card to 
save your games; unfortunately, the new machine 
has no memory card slot, so your old saved 
games are not transferable to the internal RAM. 

While two different models of the Neo-Geo 
CD have been very well received in Japan, some 
gamers have squawked about the super-long 
disc access time, due to the single-speed CD 
drive mechanism. Though we haven’t seen a 
working U.S. model yet, SNK of America swears 
that the load-time problem will be corrected by the 
use of a double-speed drive in the U.S. machine. 

Just so there’s no misunderstanding: 
We’re not trying to say that the Neo-Geo CD 
will rule the '90s, or even that it can seri¬ 
ously compete with muscle like Sony’s 
PlayStation or Nintendo’s Ultra 64. What 
we are saying is that it’s a powerful alter¬ 
native to the so-called “next generation” 
machines with consistently excellent soft¬ 
ware, particularly for the fighting-game 
fan. 
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DIAMOND DAVE 
DON'T FORGET 
I’M WITH YOU 


VIEWPOINT 

This beautiful Zaxxon update 
makes Sega’s own 32X Zaxxon 
sequel look silly. 

FATAL FURY 

Sure, the sequels rock, but the orig¬ 
inal game has two-on-one battles! 

RIDING HERO 

The most surreal motorcycle sim on 
the market. Race the mysterious 
Diamond Dave! 

ART OF FIGHTING 

Rediscover the “Magic Move” and 
find King's hidden secret. 

BLUE'S JOURNEY 

Does anybody know what those lit¬ 
tle gems on the ground are for? 

KABUKIKLASH 

The very latest in a long—and we 
do mean long —series of great fight¬ 
ing games. 




1 


BLUE’S JOURNEY 


The rear of the machine, from 
left to right: Old-style Neo-Geo 
audio/visual output, S-Video 
output, composite video out 
and left/right audio jacks. 
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To find out more about PlayStation call 1800-239-SONY (7669) or http: //www.sony.com, Sony is a registered trademark of Sony Corporation. 
PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment Inc. Ridge Racer© & 1993 1994 Narnco Ltd. All Rights 
Reserved. Mortal Kombat' 3 ©1995 Midway Manufacturing Company. Ail rights reserved. Used under license. Mortal Kombat is a trademark of 
Midway Manufacturing Company. Developed by Williams' Entertainment Inc. Williams is a registered trademark' 5 WMS Games Inc. ©1995 Sony 
Electronic Publishing Company. All rights reserved. Cal! 1-800-771-3772 for Information on Game Ratings. To get ahead turnaround and go back. 
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yber Speedway is another entry 
■ in the ever-growing catalog of 
futuristic racers coming out for 
the 32-bit systems. Travel from world 
to world racing other cyber-drivers. 
Adjust your brakes, engine and 
steering to better suit your style of 
racing. A big corporate guy is also 
following your progress, which 
makes you wonder if you’re only a 
puppet in a larger picture.... It looks 
like Cyber Speedway will be another 
attempt to match up with Wipeout 
from Psygnosis. 




Publisher: Sega 


vailable: No vem be r 


mm 


Watch out for this guy. I 
he’s up to no good 


Can you tell what’s going on? 


It’s Cyber Wilford Brimley, but 
this time he’s not peddling 
Quaker Oats, but developing 
hardware for you car. 


Denizens of other planets 
will have stuff they’ll want to 
say to you. 


Cockpit view is much better 


Whoaaaah! 
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etting a little bored with yow 

Virtua 


pack-in copy 
Fighter ? Get ready for the 

Virtua 


upgrade of 
Fighter Remixl Basically this is the 
original VF with improved graphics, 
new music and killer new throws. 
The texture-mapping on the poly¬ 
gons is gorgeous. Now characters 
like Sarah look more realistic like 

animated 


Publisher; Sega 


Developer: Sega 


VF2. You’ll 


even 

expressions on their faces. Also, the 
selection screen has comic book art¬ 
work, a vast improvement over the 
polygon profiles from the original. 


r 




- ft • 


SARAH 


JEFFRY 




Exactly how Sega will release VF 
Remix is still a mystery. They are 
considering giving it away. Hurray 


Improved 
texture¬ 
mapping 
has greatly 
enhanced 
the overall 
look of the 


*rc &.T EUTTOW 






those in 


Expect nothing but the same 
great gameplay in this version 


Sarah looks hotter than 
ever. Kick me babv! 


You won’t 
* see much- 
difference 
, in the 


grounds 
i though. 


'll] 


1 



D. 




u 
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j i with a new power-packed se- 
I quel featuring more stunning 
effects and a higher degree of chal¬ 
lenge than in his previous outing. 
This follow-up was supposed to be 
part of the first adventure, but was 
separated in order to get the game 
to the market faster. There are lots 
of cool and wacky stages including 
the Study Room, Bathroom, Clock 
Tower and Kid’s Room, Awesome 
cinemas detail the continuing saga 
and resolve the heart-tugging 
ciiffhanger from the previous game. 


ubusnerrSega 


Developer: Sega of Japan 
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Publisher: Sega 
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Developer: Sega of Japan AM 




V 


PlayerifTWl 


out to 

blast onto the Saturn. Virtua 
Cop is another hit from Sega’s in- 
house AM 2 design team who con¬ 
tinue to crank out some of the best 
games around. All of the fast-paced 
arcade action is here, along with all 
the stages from the arcade. The ad¬ 
vantage it has over other gun games 
is that it uses polygon figures, so 
you can aim at specific parts of the 
enemy and get a proper hit reaction 
depending on where you hit them. 
AM 2 is sure to pack in hidden good- 


&Tfl£3E S 3TflG£ 3 
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World series 
Baseball ’95”? Well, It looks as 
though you won’t have to worry for 
too much longer. World Series 
Baseball from Sega Sports (called 
Greatest Nine in Japan) is by far the 
smoothest, most beautiful looking 
baseball video game ever! To top it 
off, it has the MLB teams and the 


title currently out. The Sega Saturn is 
set to have some of the greatest 
sports games ever and World Series 
Baseball is an amazing start. 


BASEBAIi 





he camera an 
*. Here’s the t 


y * ** .>.4- 




itary is amazing 
strangely polite 


1 1 , 1 i n. "i nn 1 


iPITAL 
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efready for one of irfrcooiem 
■ h fighting game experiences in 
^^a long time. Best known for 
the FMV scenes in the Sega CD ver¬ 
sion of Eternal Champions, develop¬ 
er Kronos has taken its SGI experi¬ 
ence and incorporated it into a fight¬ 
ing game. The graphics are expected 
to look “at least” as good as Virtua 
Fighter 2. (Kronos also generates the 
breathtaking SGI backgrounds in the 
animated Spider-Man TV series.) 
These beautiful shots should tide 
you over until we get some more 
exclusive info on what’s sure to be a 


Publisher: Vic Tokai 


er: Kronos 


‘BySftrnjrz 


Available: December 




The fighters in 
'estorea lost re 
Ones who ml 
of...uh, .where* 
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DEMOLITION MAftL characters, names and all related indicia are trademarks of Warner Bros. © 1995 . Dragon the Bruce Lee Story™ & © 1993 Universal City Suldios, Inc. All Rights Reserved. Licensed by MCA/Univetsal 
Merchandising, lie. Artwork & Design by Mick Lowe Design. Nintendo, Super Nintendo Entertainment System and the Official Seals are registered trademarks of Nintendo of America Inc. © 1991 Nintendo of America Inc. 
Sega and Genesis are trademarks of Sega Enterprises, Ltd. All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc. © & © 1995 Acclaim Entertainment, Inc. All RightsReserved. Screen shots shown are 
taken from the Super WES© version of the video game. 
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■■■■aster. Bolder. Bigger. Brutal. 

Tekken 2 has it all. Namco is 
I following up Tekken with a se¬ 
quel that will leave you breathless. 
Flat shading of the characters in real 
time will leave you speechless and 
the all-new backgrounds and higher 
speed will finish the job on your 
soggy brain. To keep consumer in¬ 
terest up, Namco has included a 
bunch of secret codes for gamers to 
discover as well as a “Time Re¬ 
lease” feature which will make a 
new sub-boss appear on the charac¬ 
ter-select screen in the arcade every 

week. Cool! ^ 

.. ... .. 


ublisher: Namco 


Developer: Nam co 


ze: Arcade 


Players: 1 or 2 




TflunTEfi 



■■■or those who can't afford to hit 
^™the powder on the slopes of 
I the French alps, Namco has 
seen fit to release Alpine Racer, a 
skiing simulation so cool it’ll give 
you virtual frostbite. For complete 
immersion 


Publisher: Namco 


a huge 50" monitor fills 
your vision as you stand in a set of 
ski controllers and steer with a set 
of ski poles. Compete at three diffi¬ 
culty levels on two types of courses 
as you try to beat four computer- 
controlled players to the finish line. 
You can even change your viewpoint 
as you see fit. It’s the chilly equiva¬ 
lent of Ridge Racer. 


Developer: Namco 


Size: Arcade 




Players: 1 


Available: Now 
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With all the flesh-ripping fighting 
y moves, action and fatalities that 
y made the arcade hit frl. It's new. 
It's different It has Flying Butt Slams and 
Farts of Fury. Deadly multiple combos to 
pound your opponents into submission. 
Unbelievably realistic character 
animations. And of course, Power Pukes, 
— Gut Gougers, and Face Rippers. 

Primal Rage. For Sega™ Genesis? 
Super NESf Game GearGameBoy, 
and PC CD-ROM. 


munching on tribesmen, you sense that 
something really jWis | coming. 
Suddenly, a daw-happy raptor comes screamin' 
out of nowhere to slice and dice you into 
gorilla cold cuts. Before he can rip your face 
off, you nail the lizard breath with a crushing 
|Kgg| brain bash, just another day. 

HU It's Primal Rage 


TIME WARNER 


Primal Rage Th & © 1995 Atari Games Corporation, Licensed to Time Warner interactive, Inc. Sega, Genesis, and Game Gear are trademarks of Sega Enterprises, Ltd. Super HES and Super Game Boy are registered trademarks of Nintendo of America, Inc, All rights reserved. 






















Available: December 





a Vexiod, half 
human, half machine. Through a 
surgical procedure, your body has 
been fused with a giant gyroscope 
surrounded by a force field. As a re¬ 
sult, you can now go really fast and 
pull off some acrobatic moves. 
There are six tribes of Vexoids in all 
and they spend their nights racing 
in the New York sewers for total 
dominance. Developer Scavenger is 
best known for the technically amaz¬ 
ing SubTerrania and Red Zone on 
the Genesis. 



If only these guys had a 
Flux Capacitor, then they’d 
really be stylin’. 


"■- 2 : 


' 


I ere s a chance to run Amok. 

If you’re a big fan of the mili- 
I I tary-industrial complex, this 
is for you. You play a Bureau man 
whose job it is to incite wars to 
keep the Bureau profiting. Using a 
system called BSpace, the design¬ 
ers at Scavenger have created a 
fast-paced, truly 3-D environment 
for you to cruise around in. Both 
Amok and Vertigo (see above) are 
being developed by Scavenger 
"on spec”—no publisher has been 
announced for either title. 


ubfisher: To be announced 




\ r ■- 




BSpace technology makes 
this universe truly 3-D. 
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f videos games based on comic 
book characters are a mainstay of 


SUPER NES 


■ your gaming diet, then this little 
morse! should have you doing cart¬ 
wheels. Acclaim is releasing Spawn, 
based on one of Image Comic’s most 
famous anti-heroes. Spawn sold his 
soul to the Devil and spends most of 
his leisure time offing washed-up 
superheroes and the like. Although 
still in the early stages of develop¬ 
ment, Spawn looks as if it’ll play a lot 
like the popular Maximum Carnage , 
released last year. 






Publisher: Acclaim 




J world have said that he possess- 
I es one of the great minds of our 
time. We expect big things from this 
man. So, we should also expect big 
things from a game that has his 
name on it. Quarterback Attack is a 
first-person football game that has 
you playing the QB. Call plays right 
out of the coveted Ditka Playbook— 
the Bible of the football world. A 
step up from the quality of other 
Digital Picture games (at least in 
terms of control), QB Attack could 
be the football game that you’re 
looking for. 

' . .v.v.v.'. v : .%••• ■ .. •• ... 


Publisher: Digital Pictures 


Developer: Digital Pictures 


Players: 1-2 

Available: November 


Ditka, self-proclaimed 
deity, won’t take any crap 
from a snot-nose rookie 
QB such as yourself. 


View the 
game from 
the helmet 
cam. Be 
careful not 
to get 


Ouch! 


Digital Pictures has a winner with the 
most original football game in years. 

' • m iiiiiii'iiii'M 
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“If it were any 
better, it’d be 
litter than the 


tlfmmXy 

W'll-anra Efrena nmenc [nc. 


PHONE 


DEVELOPER 


PLAYERS 


sound effects and character voices are intact, and they 
sound as clear as a bell. Better yet, all of the game’s 

music is reproduced in flawless, 

B red-book audio, as is the voice of 

>hao Khan in most instances. To 
ar him growling “Motaro wins... 
less victory” in booming, razor- 
digital audio is enough to make 
sry tears of joy. 

ore importantly, fans of the science 
ideo-game combat are going to be 
heaven when they see how the 
me plays. All of your favorite com- 
)os work beautifully; the timing is 
arcade-perfect and the character 
balance is exactly what you’re 
I to from the coin-op. The only thing 
>ck is the disk access time; it s a lit- 
g for cartridge fans to bear. Shang 
phs are usually delayed by a few 
_ r _ the CPU is loading the new charac¬ 
ter data Into RAM, which is a shame. Hey, if Namco can 
load Ridge Racer into memory in its entirety, why can’t 
MK3 have all of the characters load up the same way? 

These are very minor complaints. Overall, Sony has 
pulled off the coup of the century with this nearly 
flawless conversion. 

—Chris Bieniek 


I don’t know how much Sony paid for the exclusive 32- 
bit rights to Mortal Kombat 3, but it’s going to be 
worth every penny. Sure, 
the 16-bit conversions may be 
decent, but Saturn, 3DO and 

Ultra 64 owners won’t be able to jMflk //IjjHft 

play this game for six months! ||j^K /MZ; 

After spending a week with the 
PlayStation version, I have to 

wonder if any other home j 

version of the game could pos- 

sibly be better than this. -flH| 

This game means business. Wmg? 

The graphics are dead-on, the 'W ?'" cv . 

sound is bone-jarring and the pJlZit W Jffmlk 
playability incorporates all of 
the subtleties and responsiveness of 
the $4,000 arcade machine. According to 
Mortal Kombat co-creator Ed Boon, the 
PlayStation version includes the actual back- 
ground graphic data from the original with no 
modifications; these are the arcade backgrounds. 

The proportions of the characters had to be adjusted to 
make up for a difference in pixel size between the arcade 
and PlayStation, but—aside from that minor fix—it has 
the same number of “frames” for each move and the 
same number of colors. 

Then there’s the soundtrack. AH of the crunching 


Compare the arcade game to the PlayStation co 


sion yours 


What can you say? It’s practi 
catly arcade-perfect. 


Amazing. This version of MK3 is 
as good as it gets. 


(800) 345-SONY 


Arcade-perfect, but 2-D fighting 
games are on the way out. 


wmtoo 


wins: oi 


Straight out of the arcade machine. 

SOUND/MUSIC & 

Deep and resonant, but the highs are crisp, too 


Get used to the PlayStation controller. 
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I can see my house from here!!! 


COMPUTER 

BragRTAlf^iiWT 


PHONE 


DEVELOPER 


PLAYERS 


WOW! Hop anywhere you please 13 
in this total 3-D cartoon world. 


M cities from Earth and 

kfQ&i h outer space and tethered 

**4l them to giant floating octo- 

| . a pus robots. It’s up to you 

^ to 9 e t those cities back by 

&f *Q£ boarding a bunny-shaped 

** jumping spaceship, flying to 
j * each captured city and secur- 
ing a series of hidden jet- 
pods. Like Nintendo’s Mario 
, ' • games, Jumping Flash takes 

rf ^r ^ V place in an elaborate, intricate- 

ly detailed cartoon world—a 
world full of secret levels, goofy 
animal opponents, hidden power- 
ups, and collectable secret weapons. 

In a strange break with videogame tradition, you 
never see your cyber-bunny from the outside 
(except for its appearances in the game’s hilarious 
animated video sequences). Instead, you experience 
the world through the rabbit’s eyes. It’s almost as if 
you are sitting in a cockpit, but the effect is far 
more seamless than any previous first-person flying 
shooter. 

Here’s where Jumping Flash busts once and for all 
the tired mold so prevalent in previous Doom-style 
games: Your rabbit jumps. High. Really, really high! 
We’re talkin’ so high, you can see the entire city laid 
out below you before you plummet to a soft iand- 
L ing on the surface. Sure, you can just hop around 
* on the ground, too (on some underground 

v O'-CgSG corridor levels you’re forced to), but 
jjf* you’ll normally need to jump if you want 

1/^1 to grab jetpods and goodies. 

UpF . The feeling of jumping flight comes 

f? 4 , across here amazingly. Everything is per- 
SS|H||&^i feet; from the trajectory angles of the 

jumps to the gradually increasing speed 
at which you fall from great heights, to 
B the way that everything in the air (includ- 
. ing your rabbit) casts a shadow on the 

ground. When I’ve dreamed of being able 
to fly, it usually feels a lot like the effect 
I get playing this game. 

wholly innova- 


The most original game I've 
played in years. 


Innovative and amazing to look 
at. Almost makes you dizzy. 


A revolutionary platform game 


(800) 345-SONY 


EXACT ULTRA 


jfljl tive and destined to become a classic. 
It s perfect, in tact. PlayStation owners: 
Buy this game. Period. (And pick up some 
carrots while you’re out—-you'll be craving them after the first 


Polygonal Nirvana. 

SOUND/IUIUSIC 

An ever-changing symphony of silliness 


Addictive and innovative, but too few levels 


Dan Vebber 
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S ome people are going to pick up 
Kileak and think it’s a great 
game. Personally, I get a certain 
level of entertainment out of it. But 
when I ask myself if the public at 
large will like this game, I just don’t 
think so. 

Kileak: The DNA Imperative is an¬ 
other in a long list of Doom-e sque, 
first-person shooters; this one has 
you working the controls of a robot. 
There has been a murder on a space 
station and you are sent in to find 
the culprit. Unfortunately, there are 
many beasties awaiting you that are 
minions of the murderer. 

Movement is so smooth that it 
seems flawless. Easy manipulation 
of the controls also makes for ex¬ 
tremely fluid gameplay. Kileak’s 
major problem is that it takes too 
long to warm up. You spend way too 
much time wandering about and not 
enough time blowing up stuff, which 
is ultimately what you really want 
from a game like this. 

Patient players will find this game 
enthralling, but for the most part it 
just doesn’t pack enough of a wallop 
to make it worth playing for any ex¬ 
tended period of time. 

—Geoff Higgins 


Detailed and very smooth scrolling. 

SOUMD/MUSIC 

The mood is just right. 


m 




A dark, futuristic Wolfenstein 
done; [ thoroughly enjoyed it. 


Smooth controls,.*beautiful 
graphics.,.not enough enemies 


Its beauty doesn t hide the fact 
that it's kind of dull. 


riff 




r ■ 


SONY 


■ ' 


this screen will 


be a relief. 

-- ■ - • - - - 
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SIZE 
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GENKI 


Flawless control, but ultimately boring. 

OVERALL 
RATINGS 
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Blast your way through a lovely cityscape 


Be all you can be—but watch out for missiles 


A” for effort, but still fails to 


I lk 1 amco gets an 

IVI deliver an enjoyable game. Air Combat is a 
I v jet-fighter simulator in which you can choose 
from the world’s most elite fighter planes (and a few 
imaginary ones as well). When you select a plane 
(my choice was the ever-popular F-14), you must 
tackle a mission that might have you rescuing 
stranded comrades or blasting bogies from the sky. 

Technically speaking, Air Combat is an excellent 
game. Many on-board options allow you a great 
deal of latitude and information concerning your 
plane. From radar to different views to plane statis¬ 
tics, Air Combat isn’t lacking in the complex flight 
simulator department. Also, the textured^ back¬ 
grounds and enemies look beautiful. What is lack¬ 
ing is excitement—I want my dogfights fast and 
furious with lots of fire. Unfortunately, you won’t 
see that in this game. Turning and tracking the 
enemy is painfully slow, and you have to worry 
about stalling if you fly too high, and crashing if you 
dip too low. 

In two-player mode, you must track your oppo¬ 
nent down and terminate him. Using a split screen, 
it’s really hard to figure out what the hell’s going on. 
The backgrounds are so bland, and your prey so 
elusive, that two-player mode becomes more 
tedious than anything else. 

Air Combat looks pretty and has all of the ele¬ 
ments required for a simulator, but that’s all it is. 
When 1 want to see firemen in action I watch 
Backdraft, not the Learning Channel. When I want 
to see planes in a dogfight, I’ll stick to Afterburner 
(or Biue Lightning, reviewed in this issue). I don’t 
want realism, I prefer flashy excitement. 

—Geoff Higgins 


Nice, but a little too technical-looking 

SOUND/MUSQC 

No Kenny Loggins here. 


When I play this game I feet like 
Tom Cruise. 


I love the one-player mode, but 
the split screen is weak. 


The action gets repetitive 


A realistic flight sim lor those of 
you who like flight sims. 
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Saddle up. 'Cause at dawn you ride 

• And it's gonna be 
pure neck-snapping, retina-tearing 


speed I You see, 
boasts third .generation 


technology 


for the highest frame rate ever. That means 


tent-pitching 


for our latest space 


combat n' carnage convention. But hey, it’s more 
than some cosmic S]D©6cL tXXP* Your mission's 
to battle a computer gone HAL—with all the 



Pick from a shiny collection of do-it-yourself death tools. E-Z 
High Explosive Plasma Guns, convenient Thermal Tracking 
Missiles, handy Pulse laser Cannons. (Tool belt not included.) 



Choose cockpit or chase plane view while screaming thru 3D 
texture-mapped worlds. Jagged asteroid fields, fiery planet 
surfaces, lava filled caverns, and other sunny destinations. 








high-tech weaponry your top gun V 

can handle. And where are you dancin' 
this metallic lambada? On the new 

, of course. Oh yeah, you'll be 
smokin' mister. But don't bother cracking a 

window. It's 32-bits of solar 
windbixm out there. 


Working around the clock, scientists in our speed lab achieved 
hyper-realistic Full Motion Graphics. Our secret? Ass-kicking 
proprietary engine parallel processing with Ed J s 72 Pinto, 


Meet Claudia Christian as the tough Major Kelt—She's nursing an intergalactic grudge against 
you the size of Uranus. 40 minutes of Full Motion Video let her hone her ball-busting ways. 



Call 1-800-771-3772 for game rating information. 

Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Sega and Sega 
Saturn are trademarks of SEGA EWTERPRESES, LTD. ©1905 Crystal Dynamics. All rights reserved. 


DYNAMICS" 


CIRCLE #1 IS ON READER SERVICE CARD. 













Beautiful introductory 
sequences. 


Watch out for little 
flying robots. 


PHONE 


DEVELOPER 


The on-screen displays are 
both aesthetically pleasing 
and really quite handy. 


PLAYERS 


Beautiful, but the levels look very similar. 

SOUND/IUIUSIC 

Creepy, eerie and sad. Sounds great. 


It's slow, but both enjoyable and relaxing 


K obotica is a dark, nj|v||k|A^ 
futuristic Doom- I ■ ■ 111 VI W 

style game that 

looks and plays very much like the Sony PlayStation I 
game Kileak — The DNA Imperative. It would seem 
that these types of games are particularly popular in 
Japan, where both Robotica (a/k/a Daedalus) and j 
Kileak (a/k/a Kileak — The Blood) were both initially [ 
released. You play the role of a robot, and your 
immediate objective is to explore each floor for vari¬ 
ous power-ups — including weapons, shield rein¬ 
forcements and gate keys — and, of course, to make 


game is creepy and dark, and it makes you sort of ! 
nervous. It effectively sets a mood. During some lev- j 
els, the lights will flicker on and off. It’s a great effect. 

The graphics are impressive. Each level is suffi- 1 
ciently detailed. But what I really liked were the on- ; 
screen displays, which included a map, shield meter, j 
weapons indicator, power meter, enemy detection, j 
and a huge sight in the middle of the screen with j 
crosshairs. It all added up to a more realistic effect, j 
You really start to feel like a machine on legs. 

So Robotica may not be quite as exciting as ! 
Doom (there, that’s my comparison), but it does pro- j 
vide a lot of entertainment value. ! 

—Betty Hallock i 


If s OK, but there are better 
Saturn games on the way. 


Nothing more than a clone of 
Kileak—The DNA Imperative. 


I thought it was repetitive and 
wholly unoriginal. 


ENVISION 
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R ayman (a happy little freak with hands and feet, but no 
arms or legs) seems like a genuinely nice guy. He bops 
around his weird little world, punching bad-guys, jump¬ 
ing onto ledges, sticking his tongue out at strangers, and free¬ 
ing his cute little animal buddies from captivity. Hmm....we’ve 
heard this one before, and the end result is that Rayman offers 
very little in the way of innovative platform gaming. 

At first glance, Rayman appears to at least live up to 
PlayStation visual standards. But as far as gameplay is con¬ 
cerned, the Disney-quality animated graphics that define the 
game hurt more than they help. Every aspect of Rayman’s sur¬ 
roundings is so similar in color, rendering style and detail 
that it’s often difficult to discern the foreground from the 
mi background. This is a bad thing, especially when you 
I J| leap for a cliff only to discover it’s not even “there.” 

Still, if you’re a platform purist willing to memorize the 
lay of the land, Rayman has some interesting quirks. 
‘■•S Most notable of these is that when the game begins, 
t. the little dude has no means of attack, and must sim- 
ply stay away from enemies to avoid getting hurt. 
But as the game progresses, Rayman is granted 
various increases in his abilities. First he learns 
f * - \ to punch, then he learns to grab onto cliffs, and 

so on. And unlike many games where power 
gains are a temporary situation, once 
Rayman gets a new ability he has it for 
the long haul. This strange method of weapon accumulation 
gives the game something of an interesting RPG feel. On the 
downside, the game is unchallenging, slow and boring in the 
beginning. Personally, I prefer a game to be wholly engaging 
from the get-go. 

Rayman is bound to find an audience among little kids and 
others who are just discovering videogames. But for those of 
us who’ve rescued our share of princesses and completed our 
share of cartoon-world platform quests, this scenario seems a 
little too comfortable to be worth investing time in. 

—Dan Vebber 


I’m not so jaded that I can t 
appreciate the beauty of this 
game's design and details. 


A sumptuous feast for the eyes 


It looks great, but! thought it a 
little slow. 


Fluid, but detailed to the point of confusion 

souND/music 

Never establishes a consistent mood. 


2-D action games are starting to wear thin 


CD 1 

PLAYERS 


1 



























M any of you will remember the 
Shinobi arcade game, as well 
as Revenge of Shinobi, 
Shadow Dancer and Shinobi III for 
the Genesis. Who didn’t thoroughly 
enjoy Revenge and all of those 
amazing boss characters? As far as 
gameplay goes, the Shinobi series 
can still compete with more recent 
action games and come out on top. 

Shinobi Legions may not live up 
to every Shinobi fan’s expectations, 
but I thought it very entertaining and 
was actually impressed by the 2-D 
graphics and full-motion video. I 
think that the backgrounds could 
have looked better—especially since 
it’s a Saturn game—but it’s still well 
worth your time. 

As an action game, Shinobi 
Legions doesn’t fail to live up to its 
name. You play as a Ninja wielding a 
katana and plenty of shuriken with 
which to attack enemies — and there 
are a lot of them. The really cool 
thing about defeating your enemies 
with your sword is that when you do, 
they spurt blood everywhere. It 
looks as if you’ve cut them right in 
half and blood is spraying ail over 
the place. 

The characters in the game are 
digitized from footage of live actors, 
just like the fighters in the Mortal 
Kombat series. You play as the ninja 
Sho, and Sho has plenty of smooth 
moves. Of course, there’s the double 
jump, which can really put a lot of air 
between you and the ground. Plus 
he can swing his sword while spin¬ 
ning in the air or. dash toward his 
enemies and chop their heads. I’m 
telling you, it’s fun. Certain power- 
ups will even give you Buddha pow¬ 
ers, where every time you swing, a 
huge red Buddha appears in the 
background and fills up almost the 
entire screen. 

Some of the boss characters look 
really cool. Like the big, scary 
Japanese mask with horns in the 
first stage; I think it’s called a 
“tengu” in Japanese. Some players 
will think that the boss characters in 
Revenge of Shinobi were much more 
inventive, but—despite the fact that 
it looks a little “flat” — I think Shinobi 
Legions makes pretty good use of 
the Saturn’s 2-D capabilities. Overall, 

! thought it a particularly fun game 
with plenty of action. 

—Betty Hallock 




OF JAPAN 


VICTOKAt, INC 


PLAYERS 


Master those ninjitsu moves. 


Check out this boss character. 


You can even chop down the trees. 


' 1 ■ ■: I 



your ninjitsu. 



Excellent graphics make up for 
the ordinary gameplay. 

DAM GS 

Looks and plays like little more 
than a good Genesis game. 


What kind of ninja wears red 
and white? 



U'sMM.MUIJ 



Some cool effects, but not truly spectacular. 

SOUND/IUUSIC 

Expected more with the Saturn’s capabilities. 


Shinobi Jans probably won’t be disappointed. 

OVE 

RATINGS 
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Pure tedium. If you like this 
kinda game, you've already 
played it in one lorm or another. 


I just don’t get the appeal of 
this game. At least The 7th 
Guest would scare you; as is, 
Myst is almost as primitive as 
the ancient-CD The Manhole. 


This normal-looking kettle 
turns out to be a high-tech 
holographic imaging system 


Exploring this 
room is kind of 
like visiting 
your dentist, 


as exciting 


Looks tike the perfect place to take a 
date on a picnic. 


i prwsss ;oj ■- v | 

I ■ IBB The island of Myst is quite 

1, &>pyrig!u 19 ^ 5 ,Cyjn t i!'c, snd Sunaft, extensive, as this map shows. 

All rights--ifefitrveJ. C!n£pak fur Sega* 

W ‘ W M 1 

Mvi years ago, when Myst first appeared on com- ers 
| I puter platforms, people were going nuts over its tak 
| I ?! amazing graphics and effective portrayal of a fan- ad\ 
fastic fairy-tale world. But now that photo-quality graph- of 
ics have become the industry standard, a reevaluation urn 
of the Myst phenomenon is very much overdue. It’s g 
high time someone took a stand and admitted in print 
what people have been saying behind closed doors for 
months: Myst 's time has already come and gone. 

This Saturn version of the game is a near-perfect \ If 
replica of its predecessors. By pointing and clicking 
with a cursor, you explore a strange, timeless island 
and try to solve an undetermined mystery. Myst comes 
with very few instructions, so goals are initially vague 
and must be discovered through the solving of puzzles, noif 

Sadly, the puzzles are for the most part poorly con- for 
ceived, and after the thrill of seeing pretty pictures sub- pro 
sides, the game quickly becomes tedious and frustrat- J 
ing. Cracking many of the Mysfs essential codes can wo 
require literally hundreds of tries and hours of viewing vid< 
the same series of images over and over. Don’t get me nal 
wrong—I’ve got no problem with puzzle games, I just i nt< 
prefer it when the puzzles can be solved through meth- stai 
ods other than dumb luck and lab rat-style repetition. alw 

As good as Mysfs still pictures are, they’re just that: 
still pictures. I had kinda hoped that the game’s design- 


Beautiful pictures. Too bad they don’t move. 

SOUND/MUSIC -d 

The sparse audio is arty at best, dull at worst 


Too much guessing, not enough strategy. 
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Kmda cool Anime, the animation is pixellated 


Very interesting music gets you into the action 


Simple memorization, fun nonetheless 


It looks great—like Japanese 
anime—but Vm not into it. 


A step above Dragon's Lair, but 
still just a cartoon. 


A Dragon's Lair for the ’90s 
(that's not a compliment.) 


■ 
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W ow! That s an l can say! 

What? Oh, all right, I II be 
more specific. 

Ballz: The Director’s Cut makes 
most fighting games look pathetic and 
dumb. As the title suggests, all of the 
combatants here are made up of noth¬ 
ing more than those most basic of 
geometric shapes, balls. (Well, 
spheres, actually, but that doesn’t 
sound nearly as cool.) What a uniquely 
subversive concept! Game companies 
have traditionally tried to hide and 
gloss over the rough shapes that 
make up videogame characters, but 
the programmers of Ballz decided to 
make those shapes work for them. 

And work is exactly what they do. 

As far as computer-screen displays 
go, nothing conveys the feeling of 
three dimensions as well as a cluster of spinning, intercon¬ 
nected bails. The characters here twirl, leap, contort and lunge 
at a brain-snapping rate, and the illusion is enhanced even fur¬ 
ther because the player’s viewpoint is always shifting; it’s 
almost as if we’re viewing the action from a zooming 
steadicam mounted on the outside of the battle ring. 

The gameplay is outstanding. Complex, funny moves are 
simple to learn and execute, and the big, brightly-colored 
shapes insure it’s always fairly easy to make out what’s going 
on. The much-maligned 3DO controller in this case provides a 
perfect interface; it’s almost as if moves appear onscreen as 
quickly as you can picture them in your head. 

The characters are ridiculous and unforgettable; monkeys, 
mutants, ghouis, clowns, rhino-men...nine in all, plus eight 
equally goofy bosses. All characters have their own voices, 
catchphrases and arenas, and each commands a series of 
moves ranging from the standard (punching, kicking) to the 
truly bizarre (throwing body parts, self-destructing). And 
because they’re all just collections of nice, bouncy balls, 
there’s no messy blood to mop up! 

But whatever Ballz lacks in blood-and-guts violence, it 
more than makes up for in obnoxious noises and gross-out 
imagery. Television screens set up behind the combat ring 
continually flash insults, horribly violent images, and more 
than a few gestures your mom wouldn’t let you do at the din¬ 
ner table. Sure, it’s immature and unnecessary, but just try not 
to laugh. 

The background music, a bombastic series of techno music 
tracks laid down by the mid-’80s new-wave group Information 
Society, rounds out the take-no-prisoners attitude of this spec¬ 
tacular, hyperactive game. Ballz is a joy to play, and has more 
spunk and personality than any fighting game I’ve yet seen. 
With gameplay like this, who needs caffeine? 

—Dan Vebber 

BREAKDOWN ▼ mr — h 
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A wacky fighting game—even 
better than the original 


As a fan of the Ballz games, I 
thought this was the best one 


Truly 3-D* You won t believe the drop shadows 


With better controls, this could 
have been a 10, 


l want this music on an audio CDt 


One of the cleanest handling fighters to date 
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Fill gore 


off ;in Ultra Combo. 


Close to the arcade. 

SOUND/IUIUSIC 

They’re killer! 


Just call me Captain Combo 


t was a com- - 

plete shock when Nintendo an- 
Lnounced that Rare s SGI-ren- 
dered arcade hit Kifler Instinct would be 
released for the 16-bit Super NES. I'll be 
the first to admit that I hated Ki in the 
arcades—the eye candy was beautiful, 
but I wasn t into the combo craze—but 
now I’ve fallen in love with the game, 

I'm astounded at how well Killer in¬ 
stinct has been translated. It completely 
redefines the way I’ll judge fighting 
games to come (on the SNES, anyway). 

Let's get any imperfections out into 
the open. First, it’s no surprise that the 
silky-smooth scaling and rotating ef¬ 
fects from the arcade are gone; sorry, 
no more long-range battles for you. The 
forbidding voice—which I thought was 
Satan—has also taken a va- 
I cation. Oh well 


linlendt 


DAN S 

Very slick, but it’s still just a 2-D 
lighter. Tyrone’s nuts. 


The most overrated fighting 
game is arcade-perfect. 


I thought it looked a bit fiat and 
uninspired. 


mations—nothing big, though. 

Believe it or not. that’s all 
that’s missing from this conver¬ 
sion. Other changes are very minor. I can t complain at all about the 
graphics, and the animation is just right, it may not flow as smoothly 
as the arcade version, but at least you're not paying $4,000 for it! 

Alt the levels have been faithfully reproduced and there are even 
some new ones to boot The audio is top-quality; the music is clean, 
just like a spinning CD. 

Now for the meaty stuff: gameplay. From this standpoint the con¬ 
version is marvelous. Combos, Ultras, Combo Breakers and—my fa¬ 
vorite—Humiliations...if they’re in the arcade kit then they re here 
too. I'm in awe over the power this game commands. Once you’ve 
conquered the principal concepts of the combo system, anything is 
possible. Start off with a three-hit and you can learn a manual (not 
Ultra) 22-hit combo. But watch out for the combo breakers! 

1 unequivocally recommend Killer Instinct. Mortal Kombat 3 may 
be in the home this fall, but I'll be in line for Ki —the first two million 
copies will include a free audio CD with music from the game. Check 
it out—it’s magnificent. 

—Tyrone Rodriguez 




you win 
some, you lose some. Next, 
you’ll find that many of the 
objects found in the imme¬ 
diate background have 
been deleted; this is most 
evident in Sabrewulf s sur¬ 
roundings. The pre-battle 
SGI-rendered cinema 
scenes are now static 
poses, and slight modifica¬ 
tions have been made to 
the lighters and their ani- 
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Takes some getting used to, but 
ifs a killer konversion. 


Holy mackerel! Are you sure Tm 
playing this on a 16-bit system? 


Keeping 16-bit alive. Flawless 
victory! 


_ j" lieve that the devel- 
* *** jit opers could pack so 

v f much into a single gray cartridge. 

/ From Sheeva’s fireballs to Mo- 

_ taro’s mad trampling, it pushes the 

limits of what you thought possible 
with your SNES. The colors are 
richer than a slice of cheesecake with a 
fifty dollar bill baked inside. All of the characters’ 
fatalities, babalities, animalities and friendship moves 
have survived the translation, as have all the stages and 


R eleased a mere six \ / f 

■ ii lit i •toiMf'MvifrWVrfaafa . sj . 

months ago, Mortal 

Kombat 3 has blown the doors off of , 

every arcade that’s been blessed with a \ v 
copy. Not only did it improve on the amazing 
gameplay of its predecessors, it wowed legions 
of fans with its subtly improved graphics and 
amazing new characters and moves. Now you’ve 
been blessed with a home version for your SNES. Let me 
tell you something, buddy: It’ll melt your eyeballs and 
leave you screaming at the abyss. It’s awesome. 

Sculptured Software impressed the gaming world last 
year with its incredible SNES conversion of MK2, but the 
company’s programmers have really outdone themselves 
this time. Every nuance, every detail, every character and 
practically every move from the arcade version is in this 
game. Everything. Toasty makes his requisite appear¬ 
ance, as do Smoke and the new {and most terrifying) MK 
boss, Motaro. in addition to these features, the “codes” of 
the arcade version have survived intact. All the time you 
spent in the arcade trying to figure out combinations of 
symbols wasn’t for nothing, you’ll be able to use many of 
these codes on the SNES cart. 

“Impressive” isn’t a word I use often, but Mortal Kom¬ 
bat 3 did much more than impress me. It blew me away. It 
destroyed me. Where should I start? The animation of the 
characters is a good place to begin. Frankly, I couldn’t be- 


The drawbacks are few compared to the bonuses. The 
only valid criticism 1 can level at the game is that it is 
exceedingly difficult at all of the difficulty settings. I’d 
even go so far as to say the arcade version is easier than 
this version’s “Medium” setting. I can count the number 
of times on one hand that I was able to pull off Stryker’s 


not complaining that the game’s unfair, it’s just that the 
computer is so darn good it’s disgusting. At any rate, it’s 
a mighty good way to train for matches against flesh-and- 
blood opponents. 

Mortal Kombat 3 has everything a hard-core gamer like 
you could want from a fighting game and perhaps even a 
little bit more. Get it. 

—Gabe Soria 


' 


_■ 


Who needs a PlayStation? 


(903) 874-5092 




Not quite arcade perfect, but close 


SCULPTURED 


Controls great and the secrets are plentiful 


32 MEG 


1 OR 2 
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PLAYERS 


(903) 874-2683 


The best 3-D youll ever see on the SNES, 

SOUND/MUSIC 6 

Not the best tunage, but better than nothin". 


SCULPTURED 


Right up there with the original game. 

OVERALL 
RATINGS 


SUPER NES 
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etting this game for review was a 
shocker. I thought that id Software 
would sooner die than have another one 
of its games appear on the Super NES. Remem¬ 
ber how then-wimpy Nintendo forced Imagineer 
to remove the blood from the SNES version of 
Wolfenstein 3-D ? I guess the guys at id have 
lightened up since that ugly incident—either 
that or they got an obscene amount of cash to 
let Williams port it over. (I have this weird feel¬ 
ing it’s the latter.) 

I hate to insult your intelligence by describing 
Doom when I dang well guarantee you’ve heard 
of it, but here we go anyway: It’s a first-person 
shoot-’em-up in which you pick up an assort¬ 
ment of weapons (a pistol, a shotgun and a 
chainsaw, to name three) and use them to blow 
away various denizens of Hell; from zombie sol¬ 
diers to horned little imps. The original PC ver¬ 
sion was (and is) phe¬ 
nomenal, and the Atari 
Jaguar and Sega 32X 
conversions were 
(and are) quite good. 
So how does the lowly 


16-bit SNES handle a 32-bit j 
game? By stripping down the 
graphics to bare-bones levels, 
even with an FX 2 chip in the cart for 1 
added horsepower. There aren’t any L, 
ceiling or floor textures, the crea¬ 
tures can only be viewed from the 
front, and the game play screen is a 
bit smaller than the TV screen. But 
the ail-important gameplay is 100% 
intact—the weapons, the devious 
level layouts, the hidden areas and { 
the tricky little puzzles. 

There are even a few departments HI 
in which the SNES version whups its 
32-bit cousins. The SNES version has 
music, but the Jaguar version doesn’t. (A 
“64-bit” system can’t do music, but a 16-bit 
one can?) The SNES version has 22 levels, 
while the 32X version only has 15. And the 
SNES version has the best auto-mapping of 
the three; you can move around very 
smoothly and scale in and out to many dif¬ 
ferent levels. 

The verdict: Doom for the Super NES 
ain’t pretty, but it’s mucho fun to play, and 
it’s an amazing example 
of how much juice you i——— 
can still squeeze out of a 
16-bit system. If you like [ 
first-person shooters, or % 

if you’re a postal worker *■ 

looking for a carnage fix, : 1&t 

Doom is the cart for you. . 

—Zarh Mestnn 




v- v-iO£E 


A pumping soundtrack and 
easy controls make this my per¬ 
sonal lave of all Doom games. 


I can't believe a 16-bit game 
looks this hot! 


An amazing technical feat 















































t’s wacky, it's crazy, it’s Aaahh!!! Real Monsters. Based on the children s cartoon seen 
on Nickelodeon, Aaahh!!! Real Monsters is another standard platform game. With 
elements of Lost Vikings included, Monsters manages to rack up some points in the 
creative category but ultimately it falls short. 

You play three little monsters currently enrolled in fright school. Each one of your 
classes is a level in the game, in which you have to accomplish some sort of goal 

S r example, on the first two levels, you must find a red shoe. 

pretty much the same as all platforms, with you throwing 
lies to kill them and avoiding obstacles like open sewage 
which look transplanted directly out of Earthworm Jim). 
ttle monster comes with a “scary” face, which you can uti- 
i weapon—a kind of a smart bomb—and a special move. The 
al move occurs when all three monsters work together to 
I off a maneuver; one of them helps you jump higher, one 
lelps you jump farther and another lets you view areas that 
are out of reach. 

The graphics, while colorful, are actually quite aver¬ 
age. The playability, even with the “scary” faces and 
|t special moves, is still uninspired. The best feature 

of this game is its music, which sets a mood of 

Aaahh!!! Real Monsters is a fine game, 
but devoid of anything spicy. Once you 
cut away the interesting music and col- 
orful graphics, you’re left with noth- 
ing more than your average plat- 
form game. Kiddies might enjoy 


Colorful and interesting to look at, 

SOUND/MUSIC 

It has Nickelodeon written all over it 


It’s still just another platform game 


It's a pretty good Lost Vikings 
clone. 


VIACOM 


j don't know about the charac 
ters, but the gameplay is OK. 


\ thought the “scare” moves 
were genuinely creepy. 


REALTIME 


DEVELOPER 


PLAYERS 
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y o you think you have what it 
Stakes to become the | 
Weapon lord? If scantily- 
■ clad beefcakes wielding 
weapons of destruction are your 
thing, this game is right up your alley. 

The story is an old one: Do battle 
with your peers to earn the right to 
meet the demons of the Outerworld. If 
you defeat them, you are the Weapon- 


$&&***#& 




y juu vicinal yuu ui SZ mo n ^ 

,orcf - This game was designed by <s >4 

*«y j| James Goddard and Dave Winstead, 

I^Vri the two guys responsible for raising 
/* 5. the concept of combos to a science. 

•*/&' Their work on Super Street Fighter It 

► "a Turbo changed how combos were - 

v*tvJ perceived. What these two wanted to - 

ffi? do was develop a fighting game in 

> #il wh * ch combos were the driving force behind the playability. 

Pull off the right combos, and you’d win the match. The 
y Jj. . result of this opus is Weapon ford. 

Choose from six of the meanesMooking warriors to do 
i V, battle. Each warrior comes equipped with one or more 
Iff *. weapons for maximum bloodletting. As in all fighting 
r/v* 9 ames > Weaponlord’s characters have several special 
moves and unique combos that separate 
f*\ them from the others. No character in 
■'yjjjj* this game, though, has any strength 
advantage over any other, 
y/'* Besides its attention to combos, 
r/f Weaponlord has some other great fea- 
Vjj tures as well. For one, Weaponlord is the 
first fighting game to contain Thrust 
«*Blocking. A Thrust Block, unlike a regular 
block, is an offensive block that knocks 
: the opposing player off balance, leaving 

jV*«. him or her open to a counter-attack. 

[fj y There are several types of Thrust Blocks 

in the game. Also included is the ability to break an oppo¬ 
se nents weapon. When this is done successfully, the warrior 
/*JL‘. with the damaged weapon will have a shorter attack range 
and will do less damage per hit. 

y/*' Style will become an Important facet to this game. The 
types of attacks you have range from thrusts to forward and 
Yjl back slashes. You must learn proper weapon technique in 
order to maximize your character’s ability. Two forward 
.* slashes in a row are not as effective as a forward slash fol- 

lowed by a backward slash. 


s movement fluid will greatly im 


The combo systems in this game are are quite sophisti¬ 
cated. There are four different types of combos: full combo, 
turbo combo, quick stun and death combo. While turbo and 
quick combos are just variations of the regular kind, adding 
speed and a stun capability, the death combo is the most 
interesting one. If your opponent has little en¬ 
ergy left, finish him with a combo. The longer 
the combo is, the more special moves will be 
added after your opponent has been killed. 
These special moves, or Death Strikes, as they 
are called, resemble fatalities, whether it be a 
disembowelment or decapitation. These Death 
Strikes are cumulative. String more than ten hits 
together and you may perform two or three 
Death Strikes on the same opponent. Each char¬ 
acter has between four and five death strikes 
unique to himself. 

Both versions of this game are good, but the 
Genesis Is a step above. It plays a bit faster and 
the controls are more responsive. On the other hand, the 
graphics and sound on the SNES version are superior; but 
a game like this depends on its playability, not its attractive¬ 
ness, so the Genesis version Is the one to get. 

Weaponford is an exemplary fighting game that raises 
the art of battle to a new level. It is an excellent fighter for 
your 16-bit system. Definitely check this one out, 

—Geoff Higgins 


A landmark game for fighting 
game masters only! 


Unabashed violence & blood 
make for a satisfying experience 


Conan the Barbarian lives on 
and kicks butt! 
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Second only to MK in amount of blood. 

SOUND/IVIUSIC 1 

The sound of metal crashing together is great 
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The overall feel is excellent, with smooth stick-and-move control 


(800) USA-SEGA 


SEGA TECHNICAL 


8 MEG 


The slimy movements of The Ooze are perfect, 

souiuD/nnusac i o 

The Genesis is maxed out on this one. 


Bonus Stage 


As smooth and playable as they come 


n this industry, it’s all too easy for game companies to take the 
m jf easy way out by purchasing big-name licenses. It’s easy money 
||Lw/ to develop a garbage game and then dump it into a box with an 
identifiable movie or cartoon show logo stamped on the front. So 
it’s always a pleasant surprise to come across a game with not 
only a decent amount of originality, but an entire truckload of creative flair. 

The Ooze is a prime example. It’s not a piatform game. It’s not a fighting 
game. It’s not a shooter. The Ooze is something special, in the day of 32-bit this 
and 64-bit that, most of my attention has been turning away from the tried-and- 
true 16-bitters, but The Ooze had me crazygtued to the Genesis control pad. 

_ i Here’s the scoop: A big corporation called—well, called “The Corpora- 

@ tion”—developed a horrible virus capable of killing off the world’s entire 
population, a la Outbreak. Their evil plan was to blackmail governments by 
jgua offering the antidote—for a price, {namely, cash-money) Once one of the 
Mlmi scientists found out about the plot, he was injected with syringe of chemi- 
l cals which turned him into a puddle of gloppy green slime. AARRGHH! 

Hill As The Ooze (a/k/a Or. Caine), you must battle your way through 18 
screens in order to stop the wackos and recover your DNA code. As you 
move your gooey, green “body” along the ground, you can punch and spit 
at enemies. Punching is exceptionally cool in this game; even enemies lo- 
jljjjr-j cated around corners can be smashed, because your fist travels in a mov- 
-.^X Ji ing, guidable puddle and the longer you hold down the punch button, the 
longer your range. Spitting ooze-wads cause more damage than punching, but 
with each spit, you lose a portion of your puddle size. If you find yourself getting 
smaller, you can look for ooze droppings, which add volume to your character. 

There are simply too many cool things about 
The Ooze to list in this review, but I’ve come up 
rith a Top Ten list, so here goes: 


The levels are really cool; most are laid out with over- and underpasses 
which offer multiple routes. 

The toilet sound. 

Activating switches cause doors to open or shut and machines to turn 
off, giving the player a sense of accomplishment. 

The music kicks monumental booty. 

Just being The Ooze makes me act nutty! 

You can travel through broken pipes to “warp” to another area. 

There are rip-roaringiy funny (although not very PC) between-level laboratory 
bonus rounds where you—get this—maul little, helpless bunny rabbitsl 
You can ooze yourself out of a toilet. 

{Accompanied by drum roll) When you lose, you get made into a lava lamp! 

-r-Jim Loftus 
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9. 


6 . 
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! loved this game! One of the 
most original’ of the year! 


Great controls & music, but not 
enough variety between levels. 


Playing a shape-shifting blob is 
a great idea. 
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U nfortunately, I can’t rave about the Genesis version 
of Mortal Kombat 3 as wildly as I can about the su¬ 
perb SNES cart. If this were the Pepsi challenge, 
this game would definitely be Brand X. 

Actually, it’s not surprising that when comparing the 
two the Genesis version comes across as being the weak 
sister. We’ve seen the same thing happen with Mortal 
Kombat //. it just had to happen this way. 

However, if you own a Genesis and you’re a Mortal 
Kombat fanatic, you shouldn’t despair just yet. This ver¬ 
sion of MK$ isn’t the video equivalent of cookies ‘n’ cream 
ice cream, but it’s pretty plain vanilla with a few sprinkles. 
Mmm, tasty. 

First, the good stuff: It has just about everything the ar¬ 
cade version had stuffed into its little chips, including the 
hidden shooter game, Toasty, Smoke and the code system 
which allows you to access special features in the game. 
Some of the features you might discover are right out of 
the arcade, and some (like the “pause enabled” feature) 
are specific to the home systems. Another possible cheat 
that we’ve been privy to is the possibility of Motaro and 
Shao Kahn being playable characters! Now that’s exciting! 
Even though MK3 has everything that made the arcade 


version great, the limitations of the system prevent it from 
being a truly great game. The graphics are...okay. For a 
Genesis they’re actually pretty good, but they fall far be¬ 
hind the SNES version and aren’t even as colorful and de¬ 
tailed as a game like Comix Zone. I wasn’t even vaguely 
impressed by the sound design or the soundtrack. Both 
the effects and the music lack depth, sounding remark¬ 
ably like they were derived from recordings off a radio 
without an antenna. Sorry, but that’s the way it is. 

The last (and most glaring ) flaw in the game is the one 
thing which kills most beautiful-looking fighting games: 
the control. Your game could be the most stunning thing 
ever rendered on a 2-D screen, but if it doesn’t control 
well, then the joke’s on you. MK3 for the Genesis doesn’t 
control well. You can make your character jump and do 
special moves, but for the most part it just doesn’t feel 
like the arcade version feels. 

Mortal Kombat 3 for the Genesis will have most gamers 
slavering and drooling like good little fans, but this re¬ 
viewer just wasn’t impressed. It lacks the all important X 
factor of playability which makes classics. 

—Gabe Soria 








“A great game, but l*ve played better.” 



The Genesis version lacks the SNES’ detail. 

SOUND /music 6 

Typically tinny Genesis music and effects. 


Sluggish controls are for tugboats, not games . 

OVERALL 
RATINGS 
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The old Genesis has still got 
what it takes. 


Not the best home version of 
MK3, but not bad at all. 

CHRIS G_ 7 

A decent conversion for the 16- 
bit crowd. 
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inally, a magazine for the mature game- 
player! Ultimate Gamer brings you the 
world of computer and video fighting, 
sports, strategy and action video games. 
It’s all here...from console systems like 
Sega, Super Nintendo, Sony PlayStation, Jaguar, 3DO and CD-i to 
computer games on the standard IBM PC, Mac and PC CD-ROM, You’ll get compre¬ 
hensive sports-game coverage, in-depth reviews, role-playing games and strategies, 
and much, much more. You won’t want to miss a single issue! 



Ultimate Gamer, P.0. Box 469070, Escondido, CA 92046 



Sign me up for a one-year (12-issue) sub¬ 
scription to Ultimate Gamer for only $19.95. 


Mane 

Address 

City 

Stale/ZIp 

□ Payment Enclosed O BUI Me Charge My Cl VISA □ MasterCard 
Credit Card # 

Exp. 

Signature 
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1 year (12 issues) 
only $19.95 



MONEY SACK ON UNUSED PORTIONS OF SUBSCRIPTIONS IF NOT SATISFIED! Foreign ' 
add $10 per year. YOUR FIRST ISSUE WILL ARRIVE IN 6 TO 8 WEEKS.. 

OFFER EXPIRES FEBRUARY 19, 1996 TAVG5A J 
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The tournament mode will allow you 
to find out who’s really the [best. 




S ega has had what you might call a slow 
start with the 32X add-on. The initial batch 
of games have been generally poor, with 
the odd exception. This is their biggest 32X project 
to date and Sega seems to have spent a great deaf 
of time and effort getting it right. 

Is it good? Well, our resident Virtua Fighter 

_ experts are all 
agreed; this plays 
and feels almost 
exactly like the ar- 
L cade game. The 

■ one problem is 
V that graphically, 
■ this is still a long 
way from the 
SSjk Sega Saturn j 
ILJ* version. C 

||0| ; Sega in- Jk 
sists that JH 
the frame rate of SUM 
30 frames per sec- vH 
ond is exactly the 
same as j 

the Sat- JAM 

' sion, 

§§§ polygon ^ 

count is a lot lower. 
||| The end result is that 
™ the characters look a 
ad * lot chunkier than pre- 
voius versions, and 30 
frames per second or not, 
this looks a lot jerkier. This 
is simply an illusion 
caused by the simplistic 
polygon build, but the ef¬ 
fect is still there. 

The gameplay is pure Vir¬ 
tua Fighter. The characters 
are designed to move 


quickly and smoothly 
and that’s what they 
do. The combination 
of punches 


kicks, throws and EDITORS 1 

wrestling moves makes for a deep RATIIUCSS 

and satisfying beat-’em-up. The con- ■■■■■MRE 
trol on a standard Genesis pad is 
awesome. The three buttons match K|ljQnj|||||l||B| 
the original arcade set-up perfectly, 

so there’s no need 

ft* for a six-button IBBSajjflH 

lav controller. 
rfJ/mk Af All the char- 

r acters are there, 

including Dural, ' ■■ ■ >.« » 

has thoughtfully included | 
jmZ a couple of other cheats, in- 

eluding hidden camera angle -HHHHb 

fr co j or 0 f y 0ur fighter’s clothes jkp 

Wjm Jr P lus there’s a killer tournament mode. 

4K jr One disappointing aspect is sound. 

:/ The Genesis sound chip was never any Ouch! 

* good and this was never more apparent MR 
*«■ than in Virtua Fighter. The graphics may 

be 32-bit, but the sound has more in pBHBHfl 
common with the Game Gear. The sam- ®|||l&i 
pled speech is OK, but the music sucks. That §p: 
said, fighting fans are still going to love this and 
the lack of CD access makes this more fun for lESPH 
impatient players and this is a definite advan- SH j 
tage over the Saturn version. Br pip 

All in all, Virtua Fighter 32X is a playable, ||j 

attractive and supremely violent fist-fest and a real m 
upturn for the 32X’s fading fortunes. ; 1 * 

—Frank O’Connor mi 


AKIRA 


PHONE 


DEVELOPER 




PLAYERS 


The first definite must-have for 
32X owners 


A technical knockout; the new 
features are key. 


It looks surprisingly similar to 
the Saturn version. 


They're fast, but simplistic. 

S O Ki l\l EEB / nil U S ■ C 

Poor. Sounds tike a submerged Genesis 


Plays like the arcade with extra features 
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Here we see the new Kia Sport 


O ne of the better carts for the Jaguar, Power 
Drive Rally is a joy to play. Hop in your little 
Fiat and tool about rugged tracks across the 
globe. After each race, repair your car so as to be 
better prepared for upcoming tracks. When the time 
comes, you’ll be asked to test your driving ability on 
skill tracks, where you can earn extra money. 

What makes this game so much fun to play is its 
smooth graphics and ease of car manipulation. In 
the tradition of the brilliant Atari coin-op, Super 
Sprint, Power Drive Rally will keep you playing 
because it’s just easy enough that you don’t boil 
over with frustration, yet challenging enough to 


straightforward gamepiay without all of the explo¬ 
sions and gunplay which have become so popular in 
games today. 

—Geoff Higgins 




TIME WARNER 


MT EftACTt V E 


DEVELOPER 


PLAYERS 


I liked it; it doesn’t harness alt 
of the Jag’s power, but it s fun 


Not a bad little game for the 
Jaguar. 


A good old-fashioned skill 
driving game. 


As pretty as Super Sprint 


Your co-pilot is annoying 


RAGE SOFTWARE 
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PHONE 


DEVELOPER 


PLAYERS 


An enjoyable (light/combat sim 
that makes good use of the CD. 


The animation of the plane 
could use a little work. 


Nothing more than a souped-up 
AfterBurner. 


(800) GO-ATARI 


ATTENTION TO DETAIL 


s the primary pack-in 
game for the Jag CD, Blue 
Lightning is a very crucial 
piece of work for Atari. With an 
already not-so-spectacular line¬ 
up of Jaguar games, along with 
delayed and sometimes even 
axed titles, Atari needs a good 
solid hit more than Patrick 
Stewart needs hair—and that’s 
no exaggeration. 

The original Blue Lightning 
was released for the Lynx hand¬ 
held several years back, and re¬ 
ceived many favorable re¬ 
views—mainly due to the fact 
that the portable unit generated 
some excellent 16-bit graphics. 
Developed by Epyx, Blue Light¬ 
ning ended up being one of the 
best games the now dead-and- 
buried Lynx ever had to offer. 

If you’re familiar with the 
Lynx version, there’s not much 
more explaining to do. If you 
haven’t played the original, then 
the best comparison I could give 
you would be Sega’s After- 
Burner. Once you finish a few 
training missions and select a 
plane, you’re on your way to a 
delightful afternoon of killing 
stuff. Take off, lock onto the evil 
enemy and blow ’em away—it’s 
actually a whole tub of fun! You 
can use standard gatling-type 
guns or get serious by destroy¬ 
ing dem bad boys with heat- 
seekers. Your supply of heat¬ 
seeking missiles is limited, 
though, so don’t get too crazy. 
There are a number of other nifty 
goodies useful for mass dam¬ 
age, ranging from cluster bombs 
to napalm. 


A couple of important things 
to keep in mind when playing: 
First, the barrel roll. You can’t 
fire while doing one, but it re¬ 
duces the chances of getting 
nailed by enemy guns. Second, 
the afterburner switch gives you 
a short burst of speed and is 
very useful for escort missions. 
Lastly, the cruise button main¬ 
tains a steady rate of speed, 
also good for escorting planes. 

The graphics, though not 
even remotely close to Saturn or 
PlayStation caliber, are pretty 
cool. The terrain advances to¬ 
ward you at a fair rate, with mini¬ 
mal clipping. Flying through nar¬ 
row canyons and underpasses 
are high points in the game and 
add to the feeling of realism. The 
hard rock tunes are perfect for 
this type of game, although 
along with the voices, they 
sound a bit muddy and subdued. 

Blue Lightning is a very good 
effort, ideally, the smartest thing 
Atari could have done for the 
launch of its CD add-on would 
have been to secure MK3 or at 
the very least. Primal Rage . 
Sure, it would’ve cost some 
bucks, but so what? It would 
have been a shot in the prover¬ 
bial arm! Some may see Atari as 
the Adam West of the video- 
game industry—once on top of 
the world, now typecast as a 
“one-hit-wonder” and reduced to 
living on past glories—but with 
the release of the Jag CD and 
Blue Lightning , the company 
just might be able to regain 
some credibility. 

—Jim Loftus 


Admirable for the Jag CD’s first effort. 

SOUIMD/MUSIC 8 

Mottled, but the tunes rock. 


Control is good and the game is addictive. 

OVERALL 
RATINGS 
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HUDSON SOFT 


What’s next, a Fatal Fury RPG 
for the PC Engine? 


A great sense of humor com¬ 
bined with stunning graphics 
and gameplay- 




“Kabuki adds a little spice from the 


twisted world of Anime.” 


D eveloped by Hudson Soft, Kabuki Klash has a very 
interesting background. Sure, it’s a Street Fighter 
clone like 99% of the Neo-Geo library, but the 
characters who appear in the game are actually very 
popular in Japan. They’re the stars of Tengai Makyo 
(a/k/a Far East of Eden,) a multi-million-dollar series of 
popular RPGs for the PC Engine. In the U.S., however, 
most arcadegoers are just looking at the game as an¬ 
other bizarre Anime fighting game. 

Throw out the seriousness you’ve become accus¬ 
tomed to with most fighting games. Kabuki adds a little 
spice from the twisted world of anime. Thrashing your 
opponent senseless will—instead of dizzying him or 
her—sometimes yield a poison (which dizzies whoever 
steps on the vial) or a banana peel (which causes one to 
slip when stepped on.) Periodically during combat, flying 
fowl will drop power-ups of varying effects. 

Special attacks and new “magic” moves are way over 
the top. The button configuration is identical to that of 
Samurai Shodown . Of course, the expected options of 
losing your weapons, desperation attacks, and so on, 
are in the mix. 


Hudson even went as far as to include special effects 
rarely seen on the Neo-Geo. Some levels have reflection 
effects and underwater arenas. The color palette 



screams originality; the colors are very bright, like the 
pastel chalk you used to eat in kindergarten. The famous 
Neo-Geo color-mixing effect is nowhere to be found. 
Each color, be it background or character, is unique to 
its own territory. 

Kabuki Klash does lack in the combo department, but 
most Neo-Geo titles do, anyway. The music is kooky and 
the and character design is solid. Dare I say that the cast 
of this game is far more interesting than that of Samurai 
Shodown //? It can be argued that the Kabuki Klash 
squad is likely to be the most motley crew that a 
Neo-Geo fighter has ever seen. It provides more than 
enough gags and originality to stand among the elite 
fighters for this system. With its gimmicks and blinding 
visual style, Kabuki Klash is tremendously fun. 

—Tyrone Rodriguez 



Gotta love that Anime and those bright pastels! 

SOUND/ music s 

Sounds very Japanese. 


Could be better, but not bad 
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THE ADVENTURES OF BATMAN & ROBIN • SEGA 


1 OR 2 PLAYERS • CD 


GRAPHICS 

Animated sequences are a treat 

SOUND/MUSIC 

Gotta love that CD goodness. 

PLAYABILITY 

A joy to play. 


. The Caped Crusader has invaded your Sega CD! 
Join forces with the powers of good to clean up 
the streets of Gotham City. Not a whole lot differ- 
ili ent in the playability department from the version 
for the Genesis, but Batman & Robin for the Sega 
CD does come packed with some cool driving 
l sequences and great animated intermissions. If 
you are a fan of the TV show, you’ll probably dig 
the FMV footage of Batman running about, doing 
\ what he does best. 


GRAPHICS 

This isn’t even good FMV. 

SOUND/MUSIC 

Compressed audio defeats the purpose 

PLAYABILITY 

Not much to speak of. 


Hard to believe, but there’s another game that 
rivals the awful 3DO mess Plumbers Don’t Wear 
Ties as the worst game of the year. It’s called 
I Wirehead, and it’s another full-motion video flop. 
Clutch at your stomach as you watch the painful 
antics of a world-class nerd as he stumbles from 
one poorly choreographed scene to the next. 
When will this FMV game trend cease to haunt us? 
Sega’s own Batman & Robin (see above) is a lot 
closer to the ideal use of the Sega CD’s abilities. 


1 PLAYER • CD 

a Wild Woody is a platform game in which you 
defeat your enemies by rubbing your butt on 
them. You play a pencil who uses his eraser and 
lead as his means to do battle with the enemy. 
Don’t like the looks of someone or something? 
,J— - Erase it. Also, collect drawings for your art pad: 

- when you need one, puli it out and use your tip to 
sssst ‘ sketch it. Each drawing has a certain power that 
is activated when you once it is drawn. No, I’m 
not even going to touch the name.... 


GRAPHICS 

A little grainy for my taste 

SOUND/MUSIC 

Lots of wacky toe-tappers 

PLAYABILITY 

You erase a lot of things. 


PANZER GENERAL • MINDSCAPE • 1 PLAYER • CD 
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GRAPHICS 

Scary monsters abound. 

SOUND/MUSIC 

An eerie soundtrack adds to the mood 

PLAYABILITY 

Whip-wielding was never as much fun. 


The latest in the popular Castfevania series, 
Dracula Xhas you hunting down the granddaddy 
of them all: Dracula. Using your whip and a vari¬ 
ety of other special weapons, battle through 
hordes of ghouls and skeletons until you come 
face to face with the Transylvanian Terror. Crisp 
graphics and a cool soundtrack make this a 
worthy sequel to a standout series. It also cap¬ 
tures the key element of the Japanese PC 
Engine game it’s based on: smart enemies. 


GRAPHICS 

The platform scenes are prehistoric 

SOUND/MUSIC 

About the same as the cartoon’s, 

PLAYABILITY 

Schizophrenic (see review). 


Based on a little-known TV cartoon, S.W.A.T. 
Kats offers hot-and-cold action that’s just as 
likely to irritate you as it is to entertain. The plat¬ 
form-game sequences are as ordinary as can 
be; the graphics are plain enough to make you 
think you’re playing an 8-bit NES game. The 
“Mode 7” flying scenes, on the other hand, are 
very dynamic and exciting; you get to shoot at 
scaling, rotating bosses and obstacles that 
move in very unpredictable patterns. 


.‘iVb-!- 

: 


GRAPHICS 

Grainy FMV. Not a good combo 

SOUND/MUSIC 

Is that Uncle Jesse talking? 

PLAVARRUTY 

You can't see anything. 


Space Pirates . Sounds exciting, doesn’t it? 
Well, it’s not. In fact, this laserdisc arcade con¬ 
version is pretty average. You play a Space 
Ranger whose job it is to eliminate a band of 
space pirates. Apparently, in space, the whole 
idea of a fair trial has been thrown right out the 
window. Walk down corridors that are either too 
dark or too bright for you to see anything. When 
you do see one of those swarthy bandits, shoot 
him with your super space ray-gun. 




GRAPHICS 

Dark and not very crisp. 

SOUND/MUSIC 

Bland weapon sounds abound. 

PLAYABILITY 

Enough to make this game enjoyable 


Now, in the “better-Jate-than-never” department, 
we have Demolition Man for the Super NES, a 
fairly mediocre platform game that’s being 
released at about the same time as Judge 
Dredd , another Stallone film that was released a 
whole year after Demo Man. (Go figure.) 
Uninspired graphics and sound hamper this 
game, but the playability is high enough to make 
it enjoyable. You play Sly and you shoot lots of M 
people and blow up stuff Confra-style. M 




V; 


Ultimate Parodius is a two-in-one shooter that’s Zany and cutesy, 
been popular in Japan on the PC Engine and sound /music 
Super Famicom. It’s actually a zany spoof of K, 9 ^JJ**^®®** 
Konami’s own Gradius series; you blast through Grgdius 

skee ball prizes and goofy aliens. As you wipe .. . 

out enemies, you get power-ups that increase 1 ^ 

your firepower and defensive capabilities. If ill I ^ 

you’re a fan of shooters, this might appeal to 

you. The soundtrack has an array of wacky Big 

Band tunes that your grandpa can appreciate. £||ftl||V|l|^ 
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^ SUPER NES 


We Sell Used We Sell Used We Sell Used 


Air Diver 5 

Ai;i dtlro 
Allen 3 
Altered Beast 
Arch Rivals 
AsiLtruc A Rescue 
Attack Sub 
Barkley Sii.n Up 
Batman. 

Batman A Robin 
B-iminn Forever 

[!.i£:n,iiK IT:! urns 
E5l(11ldv^D&! farajp 
BL-i-iii Wresllcr 
Meanly Bewt-Ruaf 
Bcuvi* ft OuLIIkjlJ 
Mig Hun Bahl 
Bill Walsh Filil 
Bill W.-ilsh Fibl 95 
HoD^cciHan 
Bo.sinc Legends 
Buhsj 

Buck Rogers 
0 ud u k art 
Bulk vs Blazers 
ESu lls. vn Liifsera 
Buiitr Dougls B.r,g 
Cal Ripken Bsbl 
Capl America 
Castlvnia Bl nod 
Chatan 
CllfrJunger 

Cruieh K fiskubl 
Clip-- Fibl USA 9(i 
Cllge FoolbalI 
C* I u mn & 

Crirui* Zane 
Cstr.ira Hard Carps 
Cool Spsvr 
Cyborg Just 
Desert Strike 
Double Dragon 
Double Dragon. 3 
Dr Robolnik'; 
Dynamite Duke 
Earrhworm Jim 
Eiceu The Dolphin 
Eceo Tides of Time 
ESPN Baseball 
Eternal Chinpni 
Evandcr Hlyfld 
Esil« 

F 117 N ig>n Storm 
F 23 Inrereptr 
Faery Tdlri 
Fan nisi a 
Faiil F«fj 
FIFA Soccer 
FIFA Soccer 95 
Flashback 
Furcntih Fui Real 
Forgotten WrlcK 
General Chao* 
Ghoul-v fihosli 
Gulden Axe 
GoMefi Axe 2 
Gulf 

Grearevi Hvy*is 

Hard Drivin' 
Hardball 3 
Hardball 94 
Home Alone 
I manorial 
Incredible Hulk 
Jurnc* Fond 2 
Jammil 

J tft Mnliia 

Joe P-Intna 2 
Joe M uiitu 3 
Joe Mnlan 94 
Joh ii Madn 
John Mnttu 92 
John M iidn 93 
John MSmJP 94 
John Madn 95 
Judge Dfcdd 
Jungle Strike 


17 

Ivrivsc Prk 5 

1 9 

Sunk Kilpling 5 

9 


Juj R*k Rmpge 

29 

Souk Hdghug 2 

1 9 

25 

Ju^Lke Leirguu 

45 

Sortie Ifdghej; 3 

3 S 

9 

Kid Chameleon 

1 k 

Some Spinbyll 

19 

M 

kinjlMetiuert: 

22 

S[M.|£]FI1lUI 

1 5 

1 S 

Kings Bounty 

26 

Sp dec munifX r Alert 

22 

29 

KrUMjrs FH 

1 5 

ftplalterlieuse 3 

25 

IS 

Lakets Cdlip. 

5 

Speriv Tlk Btbl 

9 

t 7 

Lund Suiter 

22 

St?v Trek KjeI Gen 

3S 

49 

1.1 hi. 11 EnfreC 

2 ft 

St o rg a Lc 

45 

f> 5 

LHX Aitck Cbppr 

1 ft 

Slreel FU 2 SCL 

i 9 

19 

Lk , i*i King. 

42 

Sincere 

J 7 

29 

Link MlhhuiJ 

29 

Streets R.ige 2 

2 2 

£ 0 

Marble k5;»dness 

35 

Sweets K;i”c 3 

39 

25 

Maximum Carnage 

32 

5 uhterrun i n 

93 

38 

Mcgn Turticai) 

22 

Supr Busbl 2U2U 

1 7 

39 

Meres 

l 5 

Supr Himg On 

15 

9 

Mithl Jksri Mwk 

1 7 

Supr High Impucl 

9 

2 S 

Mickey ft Dennld 

35 

Supr Mouiieu OP 

i a 

39 

Mickey Mania 

39 

Supr OB Roud 

29 

25 

Mickey Ms C>i| 

22 

Su^ii SIni^h TV 

j 5 

29 

Might ft Magjc 

52 

Sujjt Sttl Fir 2 

35 

14 

MLS PA frshl 

22 

Supr Thtidf Bid 

33 

5 

Monopoly 

49 

Sword Sodirv 

8 

9 

Morul Kftinb.it 

1 6 

Sviord Veratilirm 

1 (i 

9 

Manul Komt-nr 2 

35 

Talespin 

3 9 

9 

Ms. PiicMah 

3 5 

Tazmaura 

22 

1 7 

Muun .1 Lg f'tbl 

1 7 

Tecmu Super Bowl 

19 

19 

NBA AfliCHI 

1 9 

Teemy Su(per NBA 

i 6 

28 

NBA Action 93 

45 

Terminator 

1 6 

9 

NBA APEsiir CMg 

1 1 

Te*mmuWr 2-Ared 

3S 

19 

NBA Jura 

25 

Terminal or 2-JdgmE 

2 1 

59 

NBA Jjjn-Tiitirii 

4ft 

Tiny TrtOra\ 

28 

39 

NBA Live 95 

5ft 

TMNT Hyperf-tone 

25 

u 

NBA Showdowp 

1 9 

TMNT Trtum Firs 

3 9 

35 

NFL 95 

1 9 

TL^oJ-tmft Burl 

32 

39 

NF-L QES Ckb 29 

Tec J,im ft: E,irl 2 

2 S 

42 

NHL Hockey 

9 

Tom lukaSrda Uasbl 

7 

25 

NHL Hockey 94 

T s 

Ton} L;i Ru^u 

9 

1 5 

NHL Hockey 95 

4,5 

Tony Ui Kusreu 95 

29 

35 

NHLPA 93 

:t i t 

Tour Ten are 

25 

£8 

(JlympfC Cold 

1 £ 

!‘KiJ *i J 

J 9 

22 

Oui Of Hits Wrfd 

1 6 

Triple Play 96 

5S 

29 

Pbpflrhfty 

35 

Triple Score 

20 

£ 5 

Pit Rily BikJil 

5 

Tmy Aiknvm NFL 

9 2 

55 

Pebble BjiwEl Gulf 

•31 

True Lies 

.£9 

25 

PGA Furo Torn 

45 

Two Crude Dude* 

15 

29 

PGA Twr Gulf 

32 

t lihurt Strike 

5 3 

25 

PGA Tour Goir 2 

39 

Virtu LI Rueiriig 

45 

25 

PGA Toui tr-ftir 3 

59 

Warritwi Etrnl Sun 

3 5 

18 

Phunla-ny Slur 2 

29 

Wheel Foritmc 

5S 

£9 

Phantasy Slur 3 

29 

W'iinbeldon Tennis 

2 2 

28 

phanlijm 2049 

4 9 

Winter Olympies 

1 9 

26 

Pitfighter 

1 t 

Wonder Hciv 

!5 

16 

| J inpU Ecus 

a 

WofWI Scries Bsbl 

29 

19 

lesser Monger 

22 

World Series 95 

60 

£6 

PcrtL-r Rangers 

30 

WWF Rnw 

38 

29 

Prerfainr 2 

1 7 

WWF Royal Rumble 2 5 

49 

Primal Rage 

59 

WWF Sup Wreliuina 

16 

2 2 

I’m Ain Racing 

29 

X- Me n 

3 0 

39 

QuackshoE 

1 2 

X-Men 2 

5 3 

9 

Ranger X 

1 5 

Zombies Ale Nghbr 

I 9 

2 S 

RBI Bush) 3 

9 



|« 

Kill Bush! 4 

1 4 

ACCESSORIUS 


14 

RBI fiitshl 93 

1 7 

Sega Gea Deck 

59 

19 

RBI Bust! 94 

29 

Segu Gen 2 Deck 

6 9 

£4 

Ren ft Sftmjsy 

1 9 

Ateii Pud 

15 

35 

Revenue Shnohr 

1 1 

Carry Cuw/Lg. 

E9 

15 

Rend Rush 

2 2 

Carry' C^se/ftni 

l 3 

9 

Road Radi 2 

45 

Comp Pro 

9 

26 

RdmI Rush 3 

5 3 

Contrl Pad £6 Btnh 

t £ 

19 

Kubocop vs Ti: rm 

2 ft 

Dual Turbcw(2) 

28 

29 

Rncket KnijhL Adv 

1 a 

Extension Cord 

4 

29 

Helling Thunder 2 

1 6 

F(i(ir Plyi Adplr 

1 0 

15 

Shadow Ql-.isi 

3 

Game Genic 

35 

22 

Shadow 1 Seasi 2 

12 

Gaiiie Holder 

5 

4 

Shadow Darwer 

9 

JusliFifr 3 tQilrl 

2 2 

6 

Shadow run 

39 

Jnslifier 2 {Phone) 

28 

6 

Shan 

1 3 

Mejq Mn4f 

1 0 

9 

Shining Debut 

1 9 

MenaceF 

E3 

4 

Shining Fihcv 

42 

Mist Joy pud 

6 

5 

Shinebr 3 

23 

Mine Jtiydiek 

1 2 

7 

Simr.v:nris.B Ntmi 

29 

Power Bast Cnvnr 

1 9 

£3 

Simpstifts Vin Bnn 

42 

Power Jytstk (6 Rtn) 

35 

29 

Sinipvvn>.-IS vh SM 

1 ft 



45 

Skiichin' 

29 



39 

Tv 11 n I. ft Knuckles 

3 9 

J 


We Sell Used 




We Sell Used 

We Sell Used 

We Self Used 

Jib Jiu^u 5 

49 

John Madrt 93 S 

9 

Sired Ftr 2-Trb S 

IS 

Act Raker 

1 3 

John Madn 94 

1 6 

S !n n! Race PX 

29 

Art Ruiser 2 

2 ft 

John Mudn 9J 

29 

Supr BatrEelufik 

1 2 

Adv Jtlaird 

25 

Judge Drctfd 

49 

Supr Battlc-iank 2 

32 

Aladdin. 

38 

Jungle Book 

35 

Supr Rutter l.. r p 

19 

Alim 3 

25 

Jungle Strike 

29 

Sup:; BjE(ltMlli|i 

35 

Alicrre/PrcdolOJ 

2 7 

Jurassic Park 

25 

Supr Blaek Ba.w 

73 

Arcana 

28 

Jtirussic Park 2 

3E 

Supr Carvor'f. 

53 

Art Or Foduljng. 

19 

Juviicc League 

59 

ft u pr Oble Drugoti 

£9 

Boss Msirc CImln 

39 

Kabtooc} 

1 8 

5upr Empire Strlkv 

23 

Bntllid'JDbl Dragn 

25 

Killer Instirwt 

39 

Supr GluuiK 

£ t 

BoLiunn ft kuSin 

39 

K in kHMon seers 

22 

Supr High Impact 

l? 

Batmun Forever 

69 

Lagoon 

1 4 

Supr M AlhirAVid 

29 

Tlnimnn Rclurns 

5ft 

Lemmings 

Is 

Supr Mr All Starr 

25 

fi juk-elu-li 

7 

Le-tlul Enfrer 

35 

Supr Mario Wild 

6 

Eeavir ft BuUhead 

35 

Lion Ring 

49 

Supr MelmjJ 

38 

Uig Hurl BsLI 

39 

I.his! Vikihgs 

25 

Supf Nifij.i Buy 

It 

Bill Walsh Ft Id 

l 7 

Magieul Guest 

25 

Supr Play Act Fb 

7 

Biometal 

18 

Mario F Missing 

1 S 

Supr Punch Out 

30 

U1a£C On 

1 8 

Murift Kart 

29 

Supr R T\ 5 >.- 

£ 2 

RoftjjL’rtrtan 

39 

Mario Paint Game 

7 

Supr RBI B.i-bl 

25 

Boeing Legends 

28 

Mario Time Mudm 

17 

Supr Rctorri Jedi 

38 

Bnretl Briithcm 

19 

Maximum Gimage 

35 

Supf Seope (dirili 

2 

Rrouih of Fire 

43 

-Meg.i Man 7 

39 

Sup; ftin,<i1i TV 

£5 

Breiuli o{ Fire 2 

59 

Megu Mam X 

26 

Supr Soccer 

If. 

Brett Hull Hcky 

1 9 

Metal Combat 

1 i 

Supr Sirt Hr 2 

30 

B U fts y 

30 

Mickey hJunij 

35 

Supi Tennis 

I 3 

Bnhsy 2 

39 

ML.BPA Dshl 

2 9 

Supr Turricun 

13 

Bugs Bny Rmpgc 

28 

MbtwJny Npt F'thJ 

17 

1 Aril uni .1 

28 

Bulk vs BJaseirs 

9 

Monopoly 

48 

Tecmo Supr fknv] 

IS 

CapL America 

19 

Mortal Kombut 

1 5 

Tecmo Supr Bawl 2 

35 

Custlevurin 4 

18 

Monul Kombut 2 

35 

Tecmo Super NR A 

£ 3 

Champ Pool 

35 

NBA Jojli 

20 

Terminator 2-Jdg 

19 

Chcssminkr 

44 

NBA Lini-Toti'h 

49 

TenpiipaCor 

19 

CLe^ef Cheeiah 

53 

NES A L.iv* 93 

35 

TeifLC 2 

49 

Clironu IVigiger 

75 

NBA .Stl uU. dt<WlL 

1 6 

TdrisTtJr Mar® 

3 5 

Chuck Nuuk 

1 8 

NCAA BskLhl 

9 

'Illunder Spirits 

13 

C kyfrglUJjrv 

25 

NFL Q 6 Club 

38 

Tiny T 6 i>ns Busier 

19 

CkylLftbCcr Tmirml 

32 

NHL Hockey ^4 

29 

TMNT J 

14 

Cliflfi.idgCf 

£ 7 

NHL H-oekey 95 

53 

TMNT Tmmtit Mrs 

y 2 

■Clue 

3 2 

NHL Struilcj' Cup 

1 9 

TNN ftes - - i'rnmnl 

45 

Corpus C 7 iper 

29 

Nttl.RA 93 

X 1 

Tdm ft ferry 

32 

Cuatta 3 

32 

Out Of This Wild 

1 S 

Tmul Carnage 

19 

Cool Spot 

39 

For-Attack 

29 

Troy Aiknnn IN FT, 

19 

Crush Dummies 

25 

PiiC'Mitft 2 

35 

TtUC 

4 2 

CyherruiLif 

19 

Paperboy 2 

22 

Tuff F Xu IT 

14 

Duffy DulV 

29 

PGA Tour Golf 

55 

UN Squadron 

18 

Darius Tu ir.s 

1 1 

Fhalan* 

1 3 

Ve^tts Stakes 

42 

Deoih Valley Rfy 

l? 

Phantom 2fl4tl 

49 

WaiaJao C Club 

25 

Dennis Menace 

1 9 

Filoi Wings 

1 8 

WuiiO S Woods 

29 

Desert Strike 

38 

Pink Hullyn nod 

25 

Wing Conimnnrler 

t 3 

Donkey Konp dry 

46 

Fiifi^hier 

9 

Wings 2 Aeire Hi^h 

19 

Dr Franker» 

15 

Plot, 

25 

Winter Olympics 

17 

Uragnns Lnir 

15 

Pueky ft Koeky 

25 

Wol vet ine 

29 

Drake khe n 

9 

Populous 

9 

World Heroes 

2 2 

L-l.irtli Bun mi 

5 0 

Power Rungers 

45 

Wrestle ravanio 

14 

■Eurthworm Jim 

55 

Primsit Ruge 

59 

WWF k™ 

4ft 

ESPN Boscbn.il 

29 

3 J rince: Persia 

J 9 

WWF Royl Rmbte 

25 

ESPN nn. 

25 

Race Drivin’ 

19 

X-Men 

39 

Eye Of Beholder 

2 2 

Rsnma IJ2 

1 5 

Yojdiis Cookie 

2 ft 

F far a 

1 6 

Keti ft S'ljirtpy \ ji;. 

2 ft 

Safari 

1 1 

Facchall 2 

1 ft 

RiJJiek Howe 

2 '2 

Y’f 3 

I 1 

Family Feud 

46 

Rrse Of ftu.bots 

29 

Zeitlj 3 

19 

F^lal Fury 

1 6 

Rival Turi 

1 t 

Zotobiet Are Nghbr 

1 9 

FIFA Soecer 

39 

Robo Cop 3 

17 



Final Funtasy 2 

39 

Roboeop ts Term 

2 8 

ftCCK.S.MGRIRb 


Final Fantasy 3 

5 9 

Secret Of Mana 

49 

Super NES Duck 

85 

Firtul Fjjtusy MQ 

15 

Shadow run 

3 2 

Curry Cm 

2 2 

Final Elgin 

1 2 

ft hag Ku 

a 5 

Champ Joystick 

39 

Funul Fight 2 

29 

Side Picket 

43 

Comp Fro 

1 3 

First SumuTiu 

1 5 

Sim taiNh 

20 

Dual Turbos (2) 

29 

Flashback 

28 

Simpwtnv B Nlmi 

17 

ItMension Cord 

3 

Foreman For ReuJ 

3 9 

Siam Masters 

20 

Glune Genie 

35 

G radius 3 

1 3 

Soldier Of Fortune 

19 

Ju'itifter (Controller] 

1 9 

Murk's Hinugs Adv 

1 5 

Sotilbluzer 

38 

Mouw 

25 

Henie AMpC 

15 

Space Ace 

15 

Mise Joy pad 

8 

Home Alone 2 

1 3 

Spidcrman-T V 

38 

Mi sc Joystick 

1 5 

Hook 

1 9 

Spidermnn/X-Mcn 

37 

Mulli-Tap (5 -PIjtI 

15 

Hunt Red CkL 

1 5 

Spindi^ry Worlds 

22 

Sopf Advjfii Joystk 

32 

IIIhwwi rtf Gaia 

3 9 

Siur Fov 

1 8 

Supr Gamehoy 

42 

Trady Car R,x iug 

39 

Star Trek NM Gen 

28 

Supr Scope 

22 

Jeopardy 

29 

Sur A'are 

19 



Jeopardy iiprtrLji 

2 2 

Srujgatc 

40 



Joe ft Mac 

1 9 

Si reel Cnrnhul 

1 8 



John Mudn 92 

8 

Suwi Fir 2 

9 




720 

I9s2 

[943 

10 Yard Fighi 
8 Eye* 

Abadox 
AdelamS Family 
AtJv Byu Billy 
Adv Island 
Adv Island 2 
Adv Island 3 
Adv Of L-olo 
Air Fortress 
Airwcilf 
Al Dover 
Am agon 
Amcr Gladiators 
Anticipation 
Arch Rivals 
Ark,.!iiijid Ci./rnc 
Astyanjv 
Back Fulr 
Back Fult 2/? 

Bud Dudes 
Baseball 

Buvebali Sndtr 
Baseball Scars 
Baseball Slurs 2 
Cxws Loaded 
Bases Loaded 2 
Bases Loaded 3 
Balm a rt 

Ljciiijii Returns 
Barman Ren JLr 
Battle Chess 
Bailie Olympus 
Battle Tajik 
BjUktoads 
Beerlcjoiee 
Bible Adviitos 
Big Usui HdiSpk 
Bionic Com in undo 
Black Buss 
Blocks Hied 
BI.iUlt ManlcT 
Blue Marlin 
Bo Jackson 
Boenthcrmun 
Boy ft Hisr Blob 
Hreaklhru 
Bubble Bobble 
Bugs Bfly Bday 
Bugs Buy Cstl 
Burgertime 
1 CaLif Games 
C.ljiI America 
Copt Plane 1 
Oipt Skyhawk 
Carmen Snigo Time 
Casino Kid. 
Casrlevania 
Casllcvania 2 
Casllcvania 3 
Champ Bpv^liug 
Chcsbicnuster 
C huh by Cheru b 
Classic Cfient 
Code Nm Viper 
ComrhUndO 
Com fa 
Cryrtalis 
Dance Aerobe* 

Dark wing puck. 
Days Of TfomJr 
Deadly Towers 
Defender 2 
Defender Crown 
Demon Sword 
Destiny Of Emp 
Dick Tracy 
Pig Pug II 
Disney Adv 
Dir tf 

Donkey Kong 
Donkcs K'mg Jr 


5 i 


5 
4 

I 6 

4 

1 1 
1 5 
29 
9 
4 

6 
6 
4 
7 

4 

5 

22 

3 

4 

5 
4 
4 
g 
L I 

I 9 

4 

5 
9 
7 

I & 
I 1 
I 2 

6 
1 1 

9 
9 
13 
I 2 

5 

2 S 

6 

4 

22 
6 
I 1 
4 
6 
9 
1 4 
1 3 
9 
J 
9 
& 
4 
9 
13 

4 

3 

3 


5 

19 

4 

5 
I 
S 
7 

1 5 
3 

3 

1 i 

4 

4 

1 4 

4 
1 1 

9 

9 

1 7 
1 7 


NINTENDO GAMES 

W& Sen Used We Sell Used We Sell Used 


We Sell Used 


Donkey Kemp 3 
Donkey Kong Cls 
Double Dare 
Double Drngun 

Double Dtvigi.ui 2 

Double Dragon 3 
Double Dribble 
Dj Mario 
Draculn 
Dragon Sprrii 
Dragon Warr 
Dragon Wair 2 
Drugon Warr 3 
Dragon W;crr 4 
Puck Hunt 
Ditch Talcs 
Empire Slrk*. Bek 
EvereifLendl TVon 
Evcirehike 
Family Feud 
FaXvmndu 
Hti-Tarl OF 
Fc.vier's Quest 
Fighting Guff LT 
Final Fantasy 
Flighi Iniruder 
Friday E3Hi 
Crnlnga 

Gargyk Qsr 2 
Gauntlet 
Gauntiei 2 
Genghis Klimt 
Ghost Bstra 
Ghoct Lton 
Ghost* A Gblns- 
GE Joe 
GL Joe Ail 
Goal 
Godzilla 
GolF 

Golf Pebble Sell 
G&tgo 13 
Goonie* 2 
Guiebu 
Gradius 

Grc.-it Waldo Sreh 
Guardr^n Lgnrf 
Guo^niotH; 

He,rvy Sfireddin 
Hogans Alley 
Hoi I yw bod iqr;- 
Hontc Alone 
Home Alone 2 
Hook 
Hoops 

Hum Red Gcl 
H ydlidc 
I Can Remember 
Ice Hockey 
Ikari Warriors 
Ikari Warrioc* 2 
Immortal 
Indy Jras Doom 
Indy Hem. 
Infiltrator 
Iron y-w.i-.id 
Iron Tank 
Jack Hkls CJ-c-ir 
Jackal 
Jaws 
Jeep .1 rdy 
Jcu-purdy 2Sth 
Jeopardy Jr 
Joe * Mac 
John C Q kick 
Jordan vs Binl 
lucil 

Juraasic Park 
K-n-.lie Champ 
R-r.i'c Kid 

K j rrnnv 


J. I ? 

1 9 

9 

4 

& 

9 

4 

1 2 

9 

4 

4 

2 0 ' 
29 
39 

7 

1 9 
4 
4 

23 

4 

9 

4 
4 
I 9 
I 3 
4 

29 

9 

4 

4 

1 9 

4 

l J 

4 

$ 

9 

5 

6 
4 
& 
4 
4 
.1 
4 

I 3 

4 

.. .5 

5 
4 
9 


4 

1 

4 

I 9 

J 

4 

4 

7 

4 

19 

4 

i 

4 

4 

5 
9 

97 
I E 
17 
4 
4 
9 

25 

3 

4 
4 


Kickle Cubicle 
Kid Icarus 
Kings Of Beach 
Kifhyv Adv 
Kin* 

Km gin Rider 
KrUslyS FH 
Kutig Fu 
Kung Fu Heroes 
legacy Of Wix 
Ixrijcrtd Or K.i£e 
Legendary Wngs 
Legends Dnind 
Life Force 
I ill Mermaid 
Litl Nemo Dream 
Lode Runner 
Ljsnc Ranger 
Lunar Pool 
Mach Rider 
Magic Johnson 

Miipitijii 

Major Lg Skbl 
Maniac Mansinn 
Marble Madns 
Mario Broihcr* 
Atari o I* Missing 
Marvels X-Men 
MC Kid*. 

Mega Min 1 
Mega Man 2 
Mci!.: Man 3 
Megs Man 4 
Mega Man 5 
Metal Gcnr 
MeifoiiJ 
Midkey Mouse 
Mima Mjchiites 
Mtllr pedc 
MEEons See CaMle 
Mission Imp. 
Monopoly 
Monster Party 
Ms Ph-Mui 
N ARC 

NASCAR Choi I 
NFJ. 

NE- 1 * Open 
Ninja Gaiden 
Nmju Gaiden 2 
Ninja Gulden 3 
Nobun Am hen 
Noflh ii 5eulh 
OpcrahOr) Wolf 
Oihello 
SJcctlord 
Poe-Man 
Poperboy 
Paperboy 2 
Perfect Fit 
Peter Pun Pi rules 
plctlonary 
Pinball 
Pinb.41 Qire.tl 
Pirtbdt 
Platoon 
Play Act Ftbl 

Pnpeytf 

POW 
Predator 
Pro Am Racing 
Pln> Wfcs-iling 
Pnnch Gul 
punisher 
Q Ben 
Quattro Adv 
Quaicro Sp<His 
Rad Ruecr 
Rad Racer 2 

Rafflbu 

Rumpagc 


S I* 
6 
3 

22 

19 

S 

t 

3 

4 
3 
3 
3 
* 

5 

■ 3 

7 

5 

s 

9 

3 

4 
3 

3 

E I 

5 

4 

22 
9 
£ 7 
£6 

14 
£ 2 

15 
25 

3 

5 
* 

16 
22 

s 

3 

|9 

4 

3 7 
4 

15 

|4 


RBL Busbl 5 4 

REU BasbE 2 7 

RBI Hjsbl 3 9 

Renegnde 3 

Rescue Emb Mie 3 

Rescue Rangers 9 

Rescue hunger* 2 22 

Ring King 4 

River City Ransom 7 

Road Blasters. ft 

Robin Hood S 

Rubo Cop 3 

Rocket Kaupci 4 

Rogr Clcmns 3s hi 3 

Rogeir Rahbil 5 

Roller Bull 5 

fttinine 3 KngJs 9 

Ruxli N Anac'li > 

Rygar 3 

Section Z 2 

Stsamu St 123 12 

Sojmt St ABC L | 

SeMme St Cltfn 22 

5 had-uwga to 5 

Sbiugcu Rulct 5 

Shinobi 5 

Shooting. Range I 2 

SIkw Order 7 

Side Pocket 25 

Silent Service 3 

Silver Surfer 5 

Smp^m-B w EM | 3 

Smpsn.s-B vjs SM 6 

Smpsns '8 Vft WEd 9 

Skate Qr Db 3 3 

Stale Or Die 2 4 

Sky Shark 3 

Smash TV 5 

Snake KnUle 4 


Rei'enge 
Snoopy SpofiL 
Solar Jemnan 
SqIsHcc 
S piioc Shuttle 
Spiitrciian-Sijr 6 
S|bH The Game 
Spy Huniur 


4 

9 

% 

3 
I 3 
1 4 

7 

4 


Tetris 2 
Three Stooges 
Tijer Hdi 
Time Ldrd 
Tiny Toon 
Tiny Totms- 2 
TMNT 
TMNT 2 
TMNT 3 
Tom 4 Jerry 
Too bin 
Tdp Gun 
Top Gun 2 
Town tk Country 
Track ft Field 
Track i Field 2 
Trick Shooting 
T roja n 
Twin Cobra 
Tv-in Fugle 
DMima 1 Exodu* 
Ultima 2 Qst 
Unlo uchablo 
Urban Champlnii 
Vugai Dreamt. 
Wayne Gristy 
Wheel Fortune 
Wheel Frtn Fain 
Wheel Fnn Jr 
Wheel Frtn Vanng 
Where's Waldo 
Willow 

Win Lore Draw 
Winler Game* 
Wizardry 

Wizrdt A. Warriors, 
Wicnd* ft Wirm 3 
Wolverine 
World Chump Wr 
World t£ Trk 
World Cup Soccer 
Wrath Blk M mu 
Wnfsikmnntu 
WWF ChulEtnge 
WWF Steel Cage 
Xenophobe 
Kevious 
Vftshi 

Yoshls Cookie 

Zclda 

Eelda. 1 


S 3 2 
fi 
3 

3 

1 ? 
23 
2 

4 

1 1 
1 9 

i 2 
4 

4 
3 

5 
3 
0 

3 
J 
9 
S 

1 7 

4 

3 
25 

5 

1 4 

1 7 
1 5 
2 S 
0 
5 
9 

4 

1 1 

3 
1 9 
1 2 

4 
3 
7 
3 

3 

4 
9 

3 

4 
9 

1 S 

4 

5 


1 l 

4 

4 

Spy vs Spy 

SLunley 

Star Trek 

4 

5 

1 4 

ACCESSORIES 
Nintendo Deck 

25 

Eh 

Star Tropics 

$ 

Advant Joystick 

a 

9 

Siu Voyager 

3 

Arkunord Control 

24 

25 

Sis* Wafj. 

1 6 

Carry Casc/Lg 

5 

4 

Stealth 

4 

Curry Casc/Sm 

T 

7 

Sired Fighter 

6 

Comp Pro 

9 

7 

SirideV 

3 

Doubte Fluyur 

3 

22 

Supr Contra 

6 

Ertension. Cord 

3 

8 

Supr Dodge Bull 

& 

Four Scott 

9 

t 7 

Supr Clone Ball 

3 

Gunk: Genie 

i 6 

£3 

Supr Jeopardy 

1 2 

Game Holder,''Lg 

4 

9 

Supr Mario 

1 

Game Holderj'Sm 

2 

t 1 

Supr Mario 2 

6 

Lighi G»a 

2 

9 

Supr Mario 3 

6 

Miw JoypaJ 

3 

17 

Supr Murio/Dk Hi 

1 

Mi^v Joystick 

3 


9 

4 

4 

7 

4 

5 
4 
4 
4 
9 

\ 1 
9 
9 
4 
f I 
3 

6 


Sup* Off Rood 
Sup* PilCdl 
Supr Spk Vlyfcl 
Supr Sprint 
Supr Tun Games 
Swords ft Scrpi. 

Tag Tns Wrest 
Talc spin 
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NES Mji, Jay-pad 
Power Glove 
Power Pad. 

Sulclite 

Single Wireless 
SiiprrconWGlter 
U Fth*ce 

UHi mate JoyMtck 
Ultiniule Wireless 


We Accept: 





RUSH - 
DELIVERY! 



Personal Checks and 
Money Orders Are Also Accepted! 


is avai lable on al 1 in-stock items. 

612«946*8107 

CALLTODAY! 


► < 
All Games come with a 90 Day Warranty! 

ONE YEAR Warranties are Available 

Current Prices May Vary • Call for Shipping 

Hours: Mon-Fri 9:00am to 7:00pm Central 

612-946-8107 


These Are Partial Lists 
More Titles Available! 

We Also Offer: 

GameBoy, Game Gear ; 
Sega CD and Sega 32X 

Want Something? Can’t Find It? 
We’ve Got It! 

We sell previously played video 
games and accessories at great 

prices. 

Call Today! 

612®946*8107 
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Win a $25.00 Funco Gift Certificate! 


■ 


ACROSS 


1." 


, THE DARING" 


6. AL1SIA OR PANZER 
DOWN 

2. BRUCELEF. WANNA BE 

3. SlXTHPLANE'! FROMTHESUN 

4. MORTAL KOMBAT'S SONYA 


5, SPACE ACE’S EV1LBORF USES AN 
RAY 




Contest Rules: No purchase necessary to enter. Complete the crossword puzzle, cut 
it out and then mail, along with your name, address and phone number to; 

September Mail Order Contest, Funco, Inc., 10120 W. 76th Street, Mpls., MN 55344 

All Correct Entries Will Be Entered in a Drawing. 

Entries must be postmarked no later than October 31, 1995 


VG 
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UPER NES 


SQUARESOFT 


“AIOTHER solid RW> from the experts at squa iesoft.” 


S ecret of Evermore follows the adventures of a 
brave boy and his dog. A scientist creates the 
world of Evermore so he and his pals can live there 
in peace and harmony. Unfortunately, an evil entity has 
different ideas.... 


the pooch that will help you greatly in your quest. One is 
that you can use him as the main character, instead of the 
boy. This is helpful when the boy gets weak because the 
computer-controlled characters are less likely to be 

struck in battle. The other clever feature is 


Enter the young lad. While exploring •»*„ the a^j^y change the dog’s function 

the abandoned house of the scientist, during the game. There is a meter which 

they unknowingly get thrust into the you can move to the right or left to 

world of Evermore. Now, they must Jr ^ change his primary function. Move it to- 

find out the secrets of Evermore in fy^jjp 1 wards the left and the dog will spend 

order to save it and themselves. 1 more time sniffing out hidden objects 

The Secret Of Evermore is a perfect t ^ pf* and ingredients. Move it to the right, and 

example of what makes an exemplary k. he will concentrate on attacking 

RPG. You’ve got an interesting cast of , § Ilf! monsters, to lessen your bur- 

supporting characters, tons of mon- / ' * * ' den. 

sters and things to do. Also, all / Secret of Evermore is also an 

combat is in real time, which is important game because it’s the 

key because nothing is more te- t _ , > first SquareSoft title to be de- 

dious than round after round of f Jr I’ - veloped in America. No longer 

turn-based combat. ' ^ do you have to wade through 

Weapons aren t your only -F*- poorly translated dialogue 

mode of attack. Much like Ultima, ^ ^ *** and weird Japanese cultural ref- 

you can mix certain ingredients * erences. Those good old boys 

(which are found throughout * \ 0*. ^ from the U.S. of A. have made a 

Evermore) to create magical effects. \* — X game that’s easier on the American 

To learn such spells, you must find ai- O fs * Palate as well as chock full of Ameri- 

chemists and speak to them about the y can B-movie references. 


necessary ingredients. All in all, Evermore is a superb game. With 

A unique feature that adds a new dimension to the plenty of stuff to do and places to explore, it’s one of the 
gameplay is your dog. There are two things that you can most dynamic RPGs to come out this year. 



hextipfiorz got *jn?i 
hey'tfr? trfefttf ir*t, 


Crisp graphics arid vibrant colors 

SOUND/ music 

Standard fare. It Is an RPG. 


ReaJ-time combat is refreshing 
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—Geoff Higgins 



Evermore has a great story and 
an excellent interface. More like 
this, please. 


Squaresoft unleashes an innov¬ 
ative RPG to tantalize your taste 
buds. This one offers hours of 
enjoyment. 
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PHONE 


DEVELOPER 


PLAYERS 


Babylonians. As time progresses, civilizations are wiped out 

and others appear. You never know which civilizations wifi 
survive and prosper from one game to the next. 

To be successful you must learn how to develop your land 
in the best fashion. Build barracks to house soldiers, libraries 
to increase literacy and granaries to increase food output. 
Make sure that your scholars are continuously hard at work 
developing math, the wheel, masonry and countless other 
necessary inventions. 

To expand, you need to develop groups of settlers to move 
out and found cities and irrigate fields. Don’t forget about mil¬ 
itary development, though, because not all rulers are nice. 
Expansion is the name of the game. 

Control in this game, you might expect, would be much 
more complicated than in other Koei standards. Not so. 
Civilization’s control is quite easy and straightforward. A 
problem which plagues most Koei games is that you get 
bogged down too quickly and overlook a lot of lit- 
& 4 tie things. This won’t happen in Civilization. 

A j * All information that is important is visi- 
J|1 Wm ble at all times and maintaining con- 

jf , trol over your areas and people is 

Jri laiL J p * very simple. Just make sure you 

■F llSf build a lot of roads, and the Al will 

do the rest. 

' "jflfijM* At the time I write this review, I’m 

no where near finished developing 
my world. I can tell you that the game 
is strangely addictive despite its lack of 


I t’s the start of the civilized world. Where do you settle? 
What areas of science do you explore the most thor¬ 
oughly? What kind of diplomatic relations do you have 
with neighboring communities? You must make decisions on 
these questions and many more in Koei’s new title, Sid 
Meier’s Civilization. 

Originally a PC game, Civilization has you developing a 
community from the days of hunting and gathering, all the 
way up through space exploration. Develop the wheel, build 
one of the Seven Wonders of the World, start a war. You want 
a communist government or a republic? Go ahead and set it 
up. You can do it all here. 

Like other Koei titles, the game starts with the peoples that 
should be there: the Romkas. Ge ^ ganic tribes, Aztecs and 


Go west, young man! 


any real excitement. Battles and the like are 
very utilitarian, and the graphics are very basic. 
Civilization is a nice twist to the patented Koei MO, If 
you like games where you build things and need to use 
you brain, you should have no trouble enjoying this one. 

—Geoff Higgins 


wmm 


WH! 


Create your own civilization^ 


KOEI PRESENTS 


Smart strategy, witty comments 
But why the 70s theme music? 


Sure to be a cult hit. For the last 
few days, Pve heard nothing but 
the “Dink! Dink!” sound of this 
game’s menu selection coming 
from Geoff’s office, so I know 
It’s got him hooked. 


Very utilitarian. 

SOUND/ music 

Gets on your nerves after awhile. 


Much simpler to use than Koei’s other titles 
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I f you’re like us, you should be wondering where the sports games are 

for the PlayStation. Your worries are over, for Sony Imagesoft will be r*— ■ ^ 
releasing three sports titles just in time for Christmas. With a football / 
game tentatively titled NFL Game Day, a hockey game with the working / 
title of NHL Face-Off and a yet-to-be-named basketball sim. Sony boasts / 
that these will be the most realistic and incredible sports titles to date. Not / 
that you should find this too surprising, though. Sony has gone to great 

lengths to make sure that this 
boast will hold water. For NFL / j 
Game Day, Sony brouqht in f JL P*j 
. megastar Steve Bono, quar- 
terback extraordinaire for the 
KC Chiefs, to look over the 
playbook and offer advice. They used 
his profound pigskin philosophies on the 
arts of all football facets, from blitzing pack¬ 
ages to the four-point stance. A revolution¬ 
ary AI system will make the computer oppo¬ 
nents much tougher to play against and will 
help give NFL Game Day a more realistic 
feel. On top of that, three perspectives will 
be available for you to choose during the 
game: behind the m _ , ^ 

QB, corner angle 
and sideline angle, 

Such lengths are J - 

also being taken to ^ " 

ensure that Sony’s ■ 

hockey and b-ball 
titles are equally engaging. In NHL Face-Off, eight per- * ‘ 

spectives will be available and the basketball game will fof- j * r 

low suit with a plethora of camera _ • -T'i 

angles as well. It is not known, however, T * 

— V whether or not full-motion video 'i C r '^%PL. 

1 scenes will be included in these two * .'Vi 

■, i. y A titles. But, according to a Trenton JlV 

...r: police blotter, Derek Coleman has '' hi t 

been missing for over two weeks, * £ JX. 

hss svof ©, Vancouver 

titles to be released in November. 
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ELECTRONIC ARTS 
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rw‘i -* *» t.ip& 


•PLOY MODE EXHIBIT! OH 

HOME' TEllM'- . KiEBftnS!<fl ; / 
'VI5K.OH'TEftM ' ^ I'ONj:! / : 
GOME LENGTH ,20: M INUTE 
WECTHER Finn 


HIGH SCORE 


Better watch out though, be¬ 
cause if you abuse it, you’ll 
cause one of your own linemen to false start. 
Also, if you press the C button too many times 
when taking down a player, you might get an 
unsportsmanlike conduct cal! or maybe a face 
mask. If it seems like it was too easy to run a 
play, it’s probably because one of your linemen 
was holding. That will get called, too. 

The second improvement is in the game’s 
stats. You can now save the all-time best stats 
for everything from longest pass or rush to 
largest margin of defeat and most interceptions 
in a game. Whenever you break a record, the 
old record will appear on screen, explode and 
then be replaced by the new record. The team 
and player who broke the record will also be 
listed. Also, if you turn off a game in progress, 
any records which you might have set up 
until that point will be saved; so don’t 
worry if you need to quit. 

For those of you who need more rea¬ 
sons as to why this is a worthy purchase, 
how about the fact that it has 108 Division 
1A teams, seven conferences, four bowl 
games, 400 plays, build-your-own tourneys 
and a MVP trophy for the best player? 

College Football USA ’96 is a solid foot¬ 
ball game with much to offer. With plenty 
of new features, it’s a must for football 
fans. Buy a copy, it’ll make 
you smile. HHHUHHHi 

—Geoff Higgins M j 


A dding another football game to the mix 
could have been a bad thing were it not 
for the fact that College Football USA ’96 
is a great addition to the EA Sports line-up. 

There’s not much that I can say about this 
game. It has the same look and feel as all of the 
previous EA football games. The controls are 
the same, the plays are the same and the graph¬ 
ics are the same (except for the little picture of 
the ref.) If you’re a fan of any prior EA football 
game, you’re gonna enjoy this. The real ques¬ 
tion is whether or not you should shell out 60 
bucks for a game that’s probably very similar to 
one you already own Here are a few reasons 
why you might: 

The first major improvement in CFU ’96 is in 
the computer’s artificial intelligence. The com¬ 
puter opponent will play you harder than in any 
previous EA football game. No longer can you 
call a fake punt or field goal and always get 
away with it. Now, when your computer oppo¬ 
nent sees something sneaky is up, it’ll adjust 
its defense by calling an audible. Also, more 
types of penalties will be called. You can now 
draw the defense offsides with your fake hike. 


If you prefer college football to 
pro action, Sega’s College 
Football’s National 
Championship could still be the 
one to beat. Even without Bill 
Walsh, though, this is still an 
excellent pigskin sim with cool 
options and realistic penalty¬ 
calling. 


Looks like Madden, 

SOUMD/MUSIC 

Sounds like Madden. 


Plays like Madden, 


All TIMA RECORDS 
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super Kies 



The best hockey cart 
just got better!" 


I t was Frost who said, “Let us weep for the lit¬ 
tle things that make them happy.” That pretty much sums 
up how I feel about the introduction of NHL ’96 into my life. 

I’ve been working myself into a frenzy over this game for 
months. The funny thing is, I hadn’t seen any pictures of the 
Genesis or SNES versions; only the 3DO. Needless to say, I 


felt a little trepidation when Chris B. handed me these two 

games. Would they live up to my expectations? Has my tenure at this magazine mad me a 
jaded gameplayer like my friend Frank? Hell, no! This game was every bit as satisfying as I 
thought it would be. I was also correct in my assumption that the SNES version would suck 
compared to the Genesis one. Don’t fret though, you SNES owners, because NHL ’96 is infi¬ 
nitely better than the other NHL titles for the Super Nintendo. 

Graphically, compared to the others, the players are smaller and look crisper. With some 

new animations (watch a player writhe in agony when he’s injured) 
ligMp including a sweet spin maneuver that’s useful when deeking lone 

. |. 11 I defensemen, NHL ’96 looks the most realistic. Also, the Al of 


the computer has been 
increased, making it more difficult to beat. This is always a welcome change for NHL players, 
who tend to master the games quite quickly. 

Ail the same cool features that were added into last year’s version are still here. At the end 
of a season you’ll be able to see the trophies awarded and the MVP picked. What has been 
added is an elaborate Stanley Cup presentation for the victor, as well as three skill levels to 
choose from. 

Also, get this: Fighting Is BACK! Cross a goon’s path and the gloves come off. The ani¬ 
mation of the fights is great, too. No more of that stiff punch-throwing. Now you can do it the 
Canadian way and go for the shirt-over-the-head trick while grappling your opponent. 

One disappointment is the fact that the goalie is still indestructible out of the crease. If 
you’re going to add fighting, let the goalie become a target away from the net. Now, if a play¬ 
er chooses to cream him, there’s a reason for a fight. 

As I mentioned earlier, the SNES version takes a back seat. The graphics don’t look quite 
as nice (although they’re pretty close) and the gameplay isn’t on the same level. Also sur¬ 
prising is the fact that the sound on the Genesis version is superior too. Granted, the talking 
that’s found in the SNES cart is missing in the Genesis version, but the organ music and ice 
sounds are better. 


SPORTS 


ELECTRONIC ARTS 


DEVELOPER 


PLAYERS 


EA s Madden series may have 
had its ups and downs, but the 
NHL games are consistently 
great. I dig the speech in the 
SNES cart, but—as Geoff rightly 
points out—the Genesis version 
reaily shines. The biggest news, 
however, is that the fighting is 
finally back in! 
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New player animations are key, 

SOUND/IVIUSIC 

The SNES version has digitized speech. 


NHL ’96 is it! A fantastic game has been made into an even better expert- 
ence. Only a complete fool would think poorly of 
this game. Better graphics, bet¬ 
ter gameplay and this year’s . ' rt , . 
stats make this a must. 

—Geoff Higgins 


Absolutely perfect! 

OVERALL 

RATINGS 


/ 


You now have a good 
reason to dust off 
your Genesis and 
start playing again. 


INJURED PLAVER 
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manly, he makes Arnold 


th the m ds< 
'¥ you pou 


new mascpjt 


including a 


ing us thi sin fo r mat ion / 


t, We'll prove it to 
a look at the^mX^ 


Wear your sunglc 
you with reviews 


it up yer dukes — VF2 is arc 
iarh hew?Sega's new opera 
brain-addling 3-D realm, A\ 


you'll be privy to the 


company's top-secret 


Nintendo s m-oit superkinetic console will make its first appearance in Japan 
mK^this November. Our fearless leader Chris Gore will be there and he'll give you 
the low-down on what he expects-to see. Do you want a window or aisle seat? 


continues to crush the competitionthe 
best letters page, the funniest fid^bits and 
the first display of reader artwork in "Dan 
Dream Game Gallery." Keep sending in 
those dream games, folks! ' - y 


VideoGames Magazine. Voice of the People. On sale OCTOBER 24TH, 1995, 


CAPTAIN QUAZAR EXCLUSIVE! 
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1 he NFL Quarterback Club is a trademark of The National Football League. © t995 Players Inc. All Rights Reserved. Nintendo. Super Nintendo 
Entertainment System. Game Boy and llte Official Seals arc registered trademarks oi Nintendo til America Inc. © 1991 Nintendo ot America Inc. 
Sega. Genesis Game Geai and Saturn'are trademarks of Sega' E n 3 er pf i ses Lid Ail Rights Reserved "PlayStation" is a trademark q 1 Sony Computer 
Entertainment. Inc. Windows 95 rs ,i UedenurJt ot Microsoft Corpmalion. Acclaim rs a division of Acclaim Entertainment Inc. (•?'■ & © 1995 Acclaim 
Entertainment, F«c. Alt Rro Hts Reserved. Screen shots shown are from the Genesis version of lire video game. (@ Moss Lewis/NFL Photos. 
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